THE unofficial Nintendo 64 magazine for the EXTREME gamer 
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T he N64 UK price drop to £150 is certainly the best 
news I have heard for a long time. This past month 
or so the knives have well and truly been out for the 
N64, with all sorts of gloomy stories circulating about slow 
sales. I must admit, I personally believe that a price drop 
simply had to come if the N64 is to crack the UK market* 
for two reasons: Firstly, Sega and Sony dropped the price 
of their 32 bit consoles to coincide with the NG4 launch, in 
a deliberate attempt to rain on Nintendo’s parade. This ploy 
has worked to a certain degree, especially in Sony’s case 
and they have subsequently sold PlayStations by the 
truckload, at the almost impulse purchase price point of 
£129.99. Now that the considerably more powerful N64 is 
a mere £29 more than Sony’s machine, all the nest gen 
hardware formats are on an even playing held. 


The second reason that the N64 pfice had to come down, was that 
the UK prce was drastically out of line with that of the US and Jap 
N64 price. The average gamer nowadays is far more shrewd and 
knowledgeable than iney have been in the past and recognised the 
tea that the price would inevitably have to drop, and was prepared 
to wait until It did. And let s face it. they were right* Understandably, 
people who have recently bought an N64 at full price may feel hard 
done by, but this is a hardware war and there are bound to be 
casualties- N64 owners must see the big picture, which is that the 
pnce drop Is a positive move that will benefit us all in the long run. I 
was concerned that Nintendo of Japan (who actually dictate the price 
of hardwarei were not really bothered about how things wore shaping 
up in Europe and therefore were not about to make any price 
adjustments this side of Christmas, which could have proven fatal. 
The price drop proves that Nintendo do care about the European 
market and are willing to fight tooth and claw with Sony for It which 
can only be a good thing for you the consumer. 

With so many promising games In development and the huge 
potential of the N64 s hardware still largely unexplored, things could 
not be more exiting for N64 owners. Over the next few months, we 
will he bringing you the best possible coverage of all N64 related 
developments. The future of gaming has arrived, let's explore it 
together. 



Pete 
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64 solutions 

Finding your way through life can be a difficult and 
complex task Finding your way through N64 games, 
however, is made easy with the help of 64 Solutions. 



Turok Dinosaur Hunter 



Killer 

Instinct 

Gold 


Our resident tips guru, Dave, 
has been slogging away at 
Killer Instinct Gold and he 
thinks he's a bit of a dab 
hand at it now. Here are the 
results of his extensive 


The concluding part of the guide of the year is waiting for 
you right now. Turn to page 40 
and enlightenment shall be 
yours, 


hard work. 


Corps 

With some of the trickiest 
puzzles to be experienced 
on the N04, the first part 
or our Blast corps guide 
should ocme in quite 
handy. 


Hidden Extras A-Z 


For those of you that haven't even got the patience to 
fol low our player’s guides, this is the section for you. 
Ticked full of cheats and codes, Hidden Extras should 
aaliaiy oven tho laziest of games players out there. 


©Doom 

Probably the most famous gam* o f all time has finally 
made it lo the N64 Wev* been waiuog for Doom M to a. 
long lum now but was tii* wait worthwhile 

©Human 
Grand Prix 

The flr*t traditional racer hits tha N84 id th6 shap* of 
Human urund Pnx XU wait unUJ the review to tell you 
about the incredibly poor pop up 

© King 

of Pro Baseball 

Anuthor drat thin time it** a baseball game Not content 
with iu*t a 5i cd pie Baseball game though, lnuftgineer have 
decided to give *11 of the players hug* head* 

©The Glory 
of St. Andrews 

Golf ^dines are two a penny on any other format but the 
NB4 only ha* The Glory of Bt Andrew Vbu Iuefty toi 

© Doraeman 

If u Ospn in e poor him'* Faraabt. than Domrann it a poor 
rum's Mario Exsept it prcbably costs more anyway 

© Mahjong Master 

Japanese dominoes crossed with bridge sound* like a great 
game, doesn't it? Kind out 1 t it really u m our Mahjong 
Waiter review 


guide 

OVERALL SCOPE 0 50% 

Dire beyond word*, do not buy this game 
under any circumstances 
OVERALL SCO? 51-70% 

Very poor, Hot worth considering unless you are a bag fan of 
the genre with love of spare cash, 

0 VET?-U. SCOPE 7140 * 

Pretty good but mom far improvement Try before you buy 

OVERALL SCOPE 815C\ 

This is a good game that wo would Eeoommend you check 
out Falls just shy of greatness 

91100% 

A fantastic game that you have to sortoualy consider 
buying A game over 00% may well be honoured with the X 
factor Award 

THf JtfACTOft 

This rare honour is bestowed upon s game destined to be & 
clastic. Some games have a certain indefinable mark of 
greatness about them. We call that mark Uie X factor 


review 
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journalists who enter war tom areas 


In order to keep the world informed of the situation. Now 
picture the 64 extreme staff who also take great perso nal 
risks to bring you the top stones before anyone elBe. The 
Hung is, we don’t get shot at, bo who’s Job would you 
rather have? 


^ -* . 

subscriptions 

If you subscribe to 64 extreme, you’re not Just buying into 
a magazine, you’re buying into a way of life No, really, 
your self esteem and social standing will go through the 
roof All this from Just one magazine, how could you not 
subscribe? 


64 solutions 


Player's guides for the senous gamer, opposite 







ex, lies, and , °1.* , |p 

videogames 

The malicious master of all things (Also returns with 
another instalment of humorous hogwash In fact, it's 
just Pete who’s well known for telling some prime porkies, 
merely for his own amusement. 


make your 

The competition from the first issue 
response and here are some of the 
received to the questionnaire. Plus, 
be the proud owner of & free N64 


hidden extras A 

All the cheats and codes you 
could wish for, get stuck ml 


... . 

reviews 


feature: 


accessories 

Mouse mats, wnst pads, joypads. 
leads, memory cards, rumble paks 
and game killers are all accessories 
and they're all present In our 
comprehensivo accessories guide. 

We’re also giving away a lorry load 
of official Nintendo stuff so be prepared to use 
your brain a little as It’s competition Ume again. 


At over fifty pounds per game you have to be choosy about 
what games you buy for your N64. unless of course you're 
stinking nch. Where better to get the hill low down on 
your favourite games than 64 extreme, then? Nowhere 
me-thinks. 


0^4 .----------- 

timeout 

Videogames are great fun. aren’t they? There are other 
things to life though, which is where Timeout comes In. 
Music, technology, film and just about anything else come 
together In this proverbial page for winners and dropouts 
alike. 




feature: Konami 

In our second Dream Team focus 
we visit tho space ago Konami 
offices in Uxbridge. Find out 
about their forthcoming 
releases and the company itself as 
Pete dons his trench-coat and goes 
investigating at one of the 
world's premier league software 
publishers. 
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extreme exchange 
your letters 

Have you got something on your mind? Is it upsetting you 
and weighing you down 0 Well, we don't care, but if you 
have some videogame related questions or Just want to 
voice your opinion on something, you'll find this is the 
page to do it on. ~ 


previews 

With a two page spread on * 


i page spread < 
the forthcoming N64 beat- 
em-up Dark Rift 
headlining our previews 
section, you’ll know that 
you’re in for & quality read. 


next issue don’t miss it! 


As in the one after this one or the issue before the one 
after that. Anyway, just make sure you buy it 
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Minutes before this issue of 64 extreme was to be sent to press, Inc news 
that we have alt been waiting for reached us. On Tuesday the 29th of April. 
60 days after the machine's launch Nintendo’s UK distributor, THE Games, 
announced that the official recommended retail pnee of the Nintendo 84 is 


COME ON DOWN, THE 

PRICE POINT IS RIGHT! 


i* 


to be reduced to £149.99, chopping a full £100 off its original price tag. 
THE s Communications Manager, Aiex Fitz-Giboons said, "We are v© r y pleased 
that we can now bring the most powerful videogames console on the planel 
to UK consumers for under £150. Thrs is great news for UK gamers 
and underlines our commitment and determination to be highly 
competitive m the UK games matter. 



Nintendo's Hiroshi Yam au chi 
recently made the following 
statement about the launch 



plane for the 64DD: *Thia 
Christmas, wo will be offering 
an attachment called 64DD, 
which will allow users to 
replace the original characters 
in their games with new ones 
via modem and later, satellite 
communications. This is why 
we chose to continue using 
cartridges for our titles. 
Instead of CD ROM. which 
cannot be rewritten over*. 
What thia in fact confirms is 
the fact that the 64DD will 
definitely support a modem 
connection. The one question 
that remains is whether or not 
the modem will actually he 
built into the 64DD or will have 
to be purchased separately 


SORRY 

GAZETTA 

It would seem thal we printed 
the wrong web site address tor 
N64 CUietta n our N64 on the 
net fculuic m issue one Tins 
fme web site buve subsequently 
itiowd anyway iind can now bo 
found ill: 

httpc/Aie*view,afi^^ 
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ISING DEVELOPMENTS 


Over 120 developer* 
from 92 different 
countries recently 
attended the first 
ever N64 developers 
conference In 

Seattle. USA. The 
purpose of the 
conference was 
essentially to bring 
the developers up to 
date with all the 
latest Innovations In 
developing N64 
games. Software Engineering Manager of Nintendo of America. Jim Merrick* 
Introduced two new development systems, one fer any SOI workstation and 
one for Pentium based PCs. The Partner 64 systems will allow programmers 
to write directly onto an N64. 



Help for N64 3rd Party 
Publishers 


Both the SGI and PC HJls feature a moailwKJ N64 console, network adapter, all 
^elopment tools and n 266M& NG4 emulation cartridge The new tools 
. developwa fo enhance their gamds wik Support for the forthcoming G4DD 
stdhM device. ThS'rwwvjjevelopmcnl kits will a'low programmers the choice 
.to dr^Upp N64 softWgfe on rhee-erF^fefred format, thus means that they should 



be &>& to produce h gn quality N64 games quicker. It was also revealed that 
N64 game cartridges in future will be able to hold up to 128M6, the first of 
which should be appear by krtc 1997. The capacity of the cartridges will further 
expand In 1998 to that of a whopping 256MB. which ft over two and a half 
times more memory than the current 96MB games boing released at the 
moment,' 


Another interesting announcement was about the <or matron of tne Mano Club, 
which is not a g ee club formed In honour of Nintendo's mascot as the name 
suggests, but in fact a game quality assurance.service. Led by NoA veteran 
Kyle Hudson, the Mario Club consists of 30 of Nintendo's top games players. 
These guys will play test to death any third party game that is submitted to 
Nintendo, they will then pass on ihe r report and recommendations about the 
game to the developers. The developers don't have to make any of the changes 
or improvements that are recommended* but smcc Nintendo haw Uie final say 
oh to whether the game gets published or not, it would seem rather stupid to 
them. On the down S4do, this could cause games to be delayed, but in 


light of 4qnu' of the awful software that has recently slipped through Nh? quality 
assurance wocedutt. this can only be a good thing. 

• /\\/ ys. 

Affqf Nintendo df-Arnetiea’A bosses attended and made key speeches, 
include NoA Chakrnanl^fowArd Lincoln and Executive Vice President, Pete r 
Main, AH the soeechft$ banged out the same message, that Nintendo are only 
intermedin publishin&top quality innovative games. NoA Chairman sad, "For 
me and for^NoA President I Mr Arakawa, the videogame industry always has 
bden and always win t»e about one thing: quality. We have and will continue to 
be ^elective i*i the taking df N64 developers", he went on to add, “I for orve 
absolutely no i 


ovikabs 

roaniitec' 


turethefb". 


problem ih saying no to poor qualify games. We simply won't 



!£ A RARE TO DO! 


It would Mem that our friends Bare cant stay 


out of the news this month. First the good news. Several web sites this 


month have been loudly announcing that a version of Donkey Kong Is | 
now in production at Rare One claimed to haw spoken to Scott Hochberg 
of Rare who, when asked about the game said, “Look at how successful 
Donkey Kong Country was for the Super NES and Gameboy. What do 
you think?*. \ 


Of course. Rare would be crazy not to do an Nt>4 version of their 
hottest property and when you consider tlie high standard 
that they achieved With the Donkey Kong gamesOh the 
humble SNEB, the prospect of what could be dome 
utilising the N64's advanced graphical capabilities !s 
mind blowing Rumours have already begun circulating 
about a possible unveiling of tbe game at the 
Electronic Enteitainraent Expo (B3i 


On the downside, some rather depressing news was recently 
published in Computer Trade Weekly Ithe computer games 



trade bible). It staled that six of 
Rare’s top programmers, who in 
the past have worked on such 
titles as Donkey Kong Country, 
Goldeneye and Killer Instinct, 
havelelt the company to 
form thefr' -, own 
development house 
called Eighth Wonder, 
who will sponsored and 
funded by Sony 
Computer 
Entertainment. Sony 
will have exclusive 
rights to publish the 
first three titles from 
Eighth Wonder and 
I first refusal on the 
next three. 


♦! 


3 * June 1997 
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MIYAMOTO SPEAKS 



Here we of tho iwe lotereitifi^ 
things that Shlgaru Miyamoto had to 
say recently whan he wa& asked 
about some of I he current N64 gamaa 


in production: 




w 1 1 *. w 



lodge version will be a litllfe 
more ^ferKWiiwted^ since il takes advantage 
of the fast access Time oTTrwUiqges. The DO 
version will have 

player, you might not feel thaMjtfg a wticjence, 
between the two of them. buf/the'GQ, versi 
contains some things wet can’t do qn 
a cartridge 



it sth 
the 


actually leel like they’re in tfie scene of ^he 
game. We want to moke playerm feel chilly, hut 
or fear. In the ghost house of Mlplo 64, you fdpl 
some kind of chill? Wp want to do more Ihiogfc 
like that for iTelcfa 64, So the light sourcing 
effects are quite important. We do this In real-tine dunngthe game, not in 


movies. The gmeftfay * similar to Mario 64, but it will probably be 
less action-packed than Metro, although it has specific control that 
requires the use of button cm&fyUkMis. 1 

On F-Z«r# 04; 

•Thi> wli be a great game, It runs at GOfps {frames pet second), The 
main system Is olmpjM done. Orce tmci 64 is finished, the crow 
will start designing the race tracks," \ 

\ \ X 


"Some of them will be released this year, vve have beeh,reworking Body Harvest 
fby OMA pesrgn) recently, It may see the light of day in the summer. And 
Goldeneye 007 rs very good. The system Is similar to Dnxfcn but wftb an added 
cir»ema4: presentation. Buggw Boogie w>ll also be releaseo^his year We even 
have d seqtJW ^Piioiwings 64 p anned; The..$eciuel will corks in a player vs. 
piavw mode. Finally:mx^wot forget the 64 DD wilMaunch j;irV Japan)bfrhc- 
end if this yt-cir. So this ^release these cartridge gurries which 

morel arcade-like>v. 


Om qumltty central: 

"Wr recently decided that we are hat .going to release a if,has 

achieved at 'east a 70 or 80 on Mario Clbb s rating -scale." (Mario Club i& 
Mntendd of Japan s internal software rating team! 




Monitor Dunk 
Mindacape 

Wnrk slopped on thnt'ffffa after Min decapo had 
a rethink about the whole concept flf the game 
Baskettoatl wiu monster* really wasn't i&uoh a 
great idea. Having recently seen the Space Jam 
film [which is basketball with cartoon 
characters, monsters and Michael Jo: 
thifrfc they made the right decisioni 


rd 


an), 1 


Another new Addition to International Stop Pros* will 
occasional vitit to tho NS4 Comotory, 
Sofflollfftoi gome* are announced In a blnxo of 
publicity and Hoopla and than nothing ntort It over 
hoard of thorn. So mi? of thorn aro Just born lame and 
tho klftdoit thing to do i» purl a bolt gun to thakr heads, 
pull tho trigger and then take them to the N64 
cemetery and bury thorn. Other times company 
politics, a cash crisis or just plain had luck stop titles 
in their tracks. Here are a few of the corpses: 

Top Gun 
lUoxoproM 

Sadly, all you Tom Cruise wannabes have been 
waiting in vain. Top Gun was one of tho first 
titles announced for the N84 by Spectrum 
Holobyte Iwho are now part of Micropose) While 
this game has never officially been cancelled, all 
work ceased on It some time ago, with no 
explanation offered. 


Final Fantasy YU 
Square 

Now, Fm sure most bf you will be only tab aware 
about the tragic circumstances of thj.g title's 
cancellation, ft seems that it was simply a ease 
of Japanese game develo per Square discovering 
the N64 cartridge formal to be too limiting 
FFVII has since been released amid 
tremendous acclaim Ln Japan for the 
PlayStation. Square are still to commit 
themselves to any future N64 titles 


Red Baron j { 

Siena On line 

This was one of the first games to be announced 
for the N64. There seems to be some doubt as to 
whether the project actually ever got off the 
ground or if the whole project was shot down in 
Dames. FU get me coat! 


» jT 
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— ^ international- 
• stop press 


Bill and Bytti ii a now addition 
to International Stop Pro os, In 
which W9 bring you Uttlo snlppots 
of information that wo have corns 
across in the past month 
Rare arr^cretly .developing a ne* 
game for late 'ST^i^d Dream TWs ’ 
nyiterroijs ganfe will ufiftee erne of 
the new 12BMB cartridges wkj 
apparently is/so awesor^e than it is 
sure to be one of the gafbes ot 
the year. / 

UK based Paradigm art currently 
oevetoptig Sonic Wings Assault which 
will be yumpdiibk.* with trie soon to bu 
releam Rumble PaK. ( 
w*ih 4hoir cheeks still glowing with 
victory after the highly successful 
release of Tulisk. Dinosaur Hunter. 


Acclaim have revealed that they have 
at least six more N64 games in 
production. A racing game, a beat ‘em 
up and NFL Quarterback Club, which 
should be ready in time for a 
December release. The bearenHip is 
CtfsecJ on a franchise licensed from the 
arcades but Acclaim won’t repeal the 
identity of the title just yet. In 1998 the 
turn will be launching a soccer game 
dround the time of me World Cup 
. i June/July 1 and Turok 2 m iftaty sprmg. 
A sq far untitledahoot 'em up Is due 
out arhuod mid surftujer The soccer 
game, beuV^rnop, i<xifrsand slnx»t 
k em-up are beihgcjewHoped by Probe. 
whdst Iguana is wotting on TuVe|t 2 
and NFL Quarterback cidb. 


OP FIVE 
SELLING 


i. Turok DinoMur Hunter (NB4) 
2 Mario Kart U (Nft41 
I. Btatt Corps fN*4} 

4 Doom 64 (N64) 


GAMES 


», Stw Wars: Shadows of tho 
Empire (N64) 


blow them to pieces which 
frankly was pretty sick 
anyway. All this kerfuffle 
over a couple of strippers Is 
a bit pathetic really since 
they only appear in a couple 
of levels of tho game. Also, 
ail N64 games come wi th an 
E 1*9PA rating so buyer* can 
judge what is appropriate 
for themselves or their 
children. Besides, in this 
day and ago, it is doubtful 
that a pair of digitised 
knockers are going to turn 
any teenager into a sad, sex 
mud nutcase. 


The kinky strippers in the 
PC version of Duke Nukem 
have been causing a stir 
lately, as some rather highly 
placed people think that 
they should not be included 
in tho N64 version of the 
gam*. The debate looks to be 
coming to an end though, as 
the parties involved have 
come to a compromise. The 
strippers will stay but they 
mil now be wearing T shlrts, 
which kind of defeats the 
point really. Unlike the PC 
version of the game though, 
the player won't be able to 




advertise 


679000 


Doom 64 


16 3 * June 1907 
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W fttcom* to part three of 64 extreme's creative Journalism oourae, 
or ttoxild I say welcome to another peck of half truth*, crexy but 
true itofiae end complete I lee. Entries tor out Ex, Uea A Glvfr- 
■wayi contort are etll arriving thick and feet (mainly thick!) end hewUveri 
in ■ good laugh over the peat tow weeks. A tot of them era absolutely 
unprintable, you naughty people! You stM have until the 31st of May to get 
your itoftoe to us and vti younotf an M4. so hurry in and eond vour unlj'fcsi 
Into##MMl IIKW Inctadtd mm of mm early compdWgn WtrtH 

In this month’* column and wo will print tho culprit’* namo nort month. 
Can you apot thl* month’i bman dog* d roppln<*7 


Manchester's favourite 




LAME JAMES 
BLAMES GAMES 


Juggler was even pictured 
with the lovely lara In the 
Spans pages of The Times, 
which must have been 
embarrassing Ibr him if he 
oaught It, mind you it would 
be me flrst thing he's caught 
fbrweeksi 

OUTRAGEOUS 
TUROK CHEAT! 

Anew and pretty nifty cheat 
has oome to light tor the 


Liverpool goalkeeper David 
James ha# sensationally 
blamed his recant poor fcrm 
on playing Tomb Balder so 

mU C h frhftf- It Is a p olling ms 
concentration. Jamas, 23, 
(son of popular carry on 
comedian. Bid James) has 
claimed t-Har. during matctds 

hie mind hAa started. to 
wander to the antics of 
polygon baaed babe 
Lara Craft 


already classic Turok 
Dinosaur Hunter Complete 
the game on all 
difficulty settings 
without 

rO-ififlllng 



Now go to the cheats menu. 
You should now see a new 
cheat already entered on the 
screen Ibr you to use, called 
OUTRAQBI 

Select the OIJTRAQEl cheat 
and you will start the game 

n gft-ln nnly t hin Hm n In tJltra 

Hard mode. Dont wony. 
because you now have 
Invulnerability, all weapons 
and 'iniimit flri ammo. The 
objective of the game Is now 
to kill all the men, dinosaurs 
and robots Is the most 
outrageous way possible For 
instance, the Triceratope boss 
Is charging at you, what do 
you do ? You gat your Knife 
out and stab It to death! 

When It dies, a small image of 
one of the programmers’ feces 
will appear In the top right 


another 
face will 
appear and yelL “Outrageous' 
and award you a soore. Carry 
on killing creatures in the 
game with the meet unusual 
weapons and when you finish 
the game you will be shown 
an action replay of the top 
bon most outrageous frill a 
W hen the replays haws 
finished, the feoe of the 
game's lead programmer (Rob 
Oohsn) will appearand ask 
you If you would Ilka to come 
and work in a new theme 
park and help him to clone 
dinosaurs from some ancient 
DNA All this is done In s 
wonderful tongue in cheek 
Jurassic Park style. Those 
crazy programmers, huhl 

GET THE STAR 
POX 

TREATMENT! 


band comer of the screen and 
yell, ‘'Outrageous*. Ybu will 
then be given a soore on the 
outragometar that will also 
appear on screen This works 
on the weaker baddies too, 
Find a nice vulnerable Raptor 
and blast it with the 
Chronoseptre. Once again 



American health experts 
have recently come up with a 
bizarre new treatment tor 
aithrlUfl of tho hajiriii Anri 
wrists, thanks to Nintendo’s 
new Rumble Pak. 
Physiotherapists have been 
encouraging patients to play 
a tow hours per day on 
Nintendo's latest game, Star 
Pot 64 using the newly 
released Rumble Pat * The 
feedback and vibrations from 
the Rumble pak actually 
stimulates the blood flow In 
the hands and wrists and 
eases the pain of arthritis tor 
days at a time*, enthused 
Nathaniel Strokemlcck of the 
Oolitorai&n Arthritis and 
Rheumatism Clinic. Who 
knows, if the medical 
fraternity In the US gets to 
hear of this new Rumble Pak 
Therapy your granny oould be 
prescribed an N64 and a copy 
of Star Pox 64 on the National 
Health! 
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Dooi64 


IT would bE ft bit of 


EL »U « Say thAt then* HAv* be** a tel* few 
v^iom of DOOM in tea PAST and, much UtalhE.Vll mutationa fflat 
iiraABit Its world, DoOm refuses tO He doWn end dlE. We hAVe haD UUimATe 
Doom, PINal Doom AND nOw DOOHl 64 . Will The N64 prOVe to Be a woRTHy 
®NAl regrinG plAce? 






XAuouimv 
tOVEME 
DOOM SERIES 
ANDDOOm m 
KExAtnvME 

SORtOMAHE 
N» AM HAVE 
fcCEhlKfcfhl 
fOfiAY 


A ft soon as I knew that Doom 
64 waft comini’ Into the 
office for review there was 
no way anybody else was going to 
review it but me! I absolutely love 
the Doom series and Doom 64 Is 
exactly the sort of game that 1 
have been Itching to play. This was 
going to enable me to see what 
could be done with one of my ail 
time favourite games using 64 bits 
of power. 

I nevei played much of Doom on PC. 
Vt>u soe. I've always been a consolite. 
I hate PC s Personally. 1 find them 
cantankerous, frustrating machines 
that will give even tne most patient 
peopte continual n^htmaies trying to 
get to grips with the techno babble 
jargon, Inexplicable screen 
commands and constant 
compatibility problems, The damn 
things lust weren't designed to play 
games on. couple this with the fact 
that, no matter how high a spec your 
machine has. next year’s big PC 
releases will demand you upgrade 
your kit so you can play them 
properly. All the same, in the winter 
of “93 1 was working in retail at a 
certain GAME store in Bournemouth 
when a little known American 
software house called ID released 
Doom on shareware for the PC. I 
started to jealously watch over the 
shoulders of my PC compatible 
colleagues as they played this 
wonderfully gruesome piece of hell 
spawned software. Com# the spring 
of 94 the full PC version of Doom 


wns on a ridiculously large joypad (a 
keytxiard) and I had to view it through 


henn cans (PC speakers!. I jru&t had 
to have some of that action it s not 


As soon as I knew that Doom 64 was coming into the office for 
review there was no way anybody else was going to review it. 


came out and it was all to much for a forty little screen (a monitor) and as though Pm a went sort of geexer. 
me. I had to play it, even though it listen to it through two wired up bake you understand, it's just that I 

















A welcome addition Is the laser rifle, which I would uy is not as powerful 
as the mighty BFG, but Is more effective than the Plasma Rifle and also 
more economical with ammo. 


f. ■ 1 



Finding 3 pentagrams In the game will make the laser rifle awesome! 



► Tlio nra look Pmn tlencnul and Loti Soul* tin very lxapreuiw u> behold 



* Tliit l.i tbe t*»t l*wl, wbtr* yiHi find younolf •unrnind^d by AraabnerUotu turtw tre ill 
Mtiurif lb* hell out of you 


couKM resist the prospect of playing 
a game that submerged me m a norror 
film scenario. It gave me an amazing 
array of powerful weapons at my 
disposal, to waste &l manner of vile 
monsters in a most gor y fashion. All of 
this was played out using a 


the 3D engine - , my PC owning 
buddies endlessly told me (stand up 
congers'!). Well, winter came and 
brought an awful conversion on the 
doomed (pun intended! Atari Jaguar 
and a competent version on Saga's 
equally doomed 32X. which was 


I couldn’t resist the prospect of 
playing a game that submerged me 
in a horror film scenario. 


revolutionary pseudo 3D graphics 
engine. Even so. it still wasn't enough 
to tempt me into buying £2000 worth 
of PC just so I could play Doom at 
home 

Summer 94 saw the release of Doom 
II which featured bigger and better 
levels and improved graphics with 
new monsters and weapons God, I 
was green with envy - 0h. consoles 
will never be able to produce a decent 
version of Doom, they Just aren't 
powerful enough to be able to handle 


spoiled by the fact that the action was 
viewed through a midget sized 
display. Spring '95 produced a 
respectable but nonetheless very 
compromised 16 bit SUES version of 
Doom. 1 was still unfulfilled. In 
Autumn # 95 t finally happened, a 
superb version of Doom appeared on 
the Sony PlayStation and I was in 
heaven (or should that bo held). PSX 
Doom featured Ultimate Doom which 
was the original Doom levels 
smartened up) and the best levels of 
Doom It, There was some wonderful , 
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review- 



Midway have charged tne look of all the power ups 
and put in a lew extra IrtUe touches, such as the 
messages that appear on the top of the screen when 
you die! 
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lighting effects 
that weren't in 
the PC versions 
and a seriously 
spooky 
soundtrack. All 
this played 
smoothly, with 
tho Benefit of a 


format. I tel 1 you all this so you 
understand just how deep my fee mgs 
run when it comes to the Doom senes 
and so you can understand how great 
my anticipation and expectation of 
Doom 64 was, 

Weil, the first thing you have to know 
about Doom 64 is that it has not 


they have immediately given 
them the rights to do the N64 
version of Quake, Quake is a 
far more complex game to 
program than Doom, since it 
is played out m a true 3D 
environment using texture- 
mapped polygon sprites, but 
the N64 should easily be able 
to handle it and we can look 
forward to getting the best 
conversion of all formats. 
Midway are adamant it wilt be 
out before Christmas in the 
States but t think it is highly 
unlikely we will see it frn 
Europe until sometime next year. 

Midway could easily have taken tne 
lazy option by porting the PlayStation 
version, then polishing it up and 
adding a few extras. Instead, Midway 
have built Doom 64 from scratch, 
enabling them to truly utilise the 
N64 s hardware Ail 30 levels land 
three secret ones! have been 
exclusively programmed for the N64 
The back grounds in Doom 64 look as 
though they could have been taken 
from Quake (high praise indeed), 
which is to say that they are the 
evels made uo of texture mapped 
polygons when give them a reai solid 
look. A feature that has never been 
included before in a Doom game is 
that rooms throughout the levels can 
be stacked' above each other so the 
monsters can be lurking directly 
below you when you wander along a 
gantry for instance. 

One of the first things that will strike 
you when you first play Doom 64 is 


Midway built Doom 64 from scratch, enabling 
them to truly utilise the N64 f s hardware. 


► At UUs point, your Ufc bIwcIiS bo 0*sh.um kn from ol you 1 


joypad that was 
perfect tor 
Doom. Ail this 
and it was link 
cable 
compatible. I 
have 
subsequently 
spent more 
hours playing 
PSX Doom and 
its sequel Final 
Doom than any 
other next-gen 
game on any 


been programmed by ID themselves, 
instead they have handed the coding 
duties to Midway 
Home 
Entertainment 
end they have 
certainly come up 
trumps with this 
belting 
conversion. in 
fact, ID are so 
impressed with 
the fantastic job 
Midway have done 

on Doom 64, that ^ Tb« jpui nzx*» wi c 

■ mm 


the vastly improved re-drawn 
monsters. All the monsters are 



i you at* not 
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real good • real time 



A game of Doom 64’s calibre deservea a great intro right? Right, but a flash FMV intro la out of the question on cartridge. Fear 
not, those clever chaps at Midway have produced a terrific, real time intro sequence. 



The action is based around a huge battle between some marines and the hardest monsters in the game The camera pans around 
the scene and then oonttnuea going round until it reachea an alleywqy at the back of the buildings The camera then follows a 
marine down the alley. The marine explodes into a plume of red mush as a Cyberdemoil's rocket hita him The camera continues 
circling the carnage until it stops and begins to rise up into the air while still looking down on the ecene below. As the camera 
gets higher, you realise that the buildings viewed hem above form the Doom logo. Smart 

- - 



► Any fc>»n tint Doota 64 mu gtttnf to hovr Uie rr lonoC down w grotiikdlMi 
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instantly recognisable from the 
previous games and behave In much 
the same way, but they now look 
much more realistic. If you are unwise 
enough to get up close to them, you 
can actually see their teeth, claws 
and facial expressions, they don't 
become a horrible pueitated mess 
which has spoilt alt the other previous 
versions. This adds greatly to the 
itralism of the game as each baddle 
oozes evil instead of looking a bit 
lame when you get too close. 

Midway ore particularly pleased with 
what they have achieved with the 
audio side of Doom 64, They have 
used a system called Real-Time 
Dynamic Sound Updating. This means 
you can actually hear rockets and 
fireballs travel across the screen. 
Instead ol back ground music in each 
lewt there is a constant repetition of 
some incredibly spooky sound effects 
that can ready get to you when you 
are playing. At times they can grate 
on your nerves and become genuinely 
disturbing, which can add greatly to 
the already charged atmosphere. 

This is one version of Doom that you 
are certainly not going to complete in 


a hurry. Many Doom veterans are 
going to find Doom 64 tremendously 
difficult, even playing on the easy 
setting The amount of flak that is 
thrown at you from minute one is 
emazng! I 'm not ashamed to say that 
t spent a great deal of my playing lime 
running for my life and hiding just to 
survive Speaking of difficulty 
settings, there are four In aflt 'Be 
gentle!', Bring itonl. I own Doom! 
and Watch me thel'. Frankly, playing 
a game in the Watch me die r setting 
is madness on a stick! Another thir^ 
that sets Doom 64 apart from the 
other versions Is the ncreased range 
of puzzle solving that is required. As 
you progress tnrough the game you'll 
find that you have to use your brain 
as well as your reflexes. The puzzles 
are ai pretty logical and after a few 
minutes of head scratching you will 
soon suss out what you are supposed 
to do. There are also far more 
switches and pressure pads dotted 
around that, more often than not. 
lead to secret locations. The controls 
take a little getting used to but there 
are five different control figurations 
to choose from, so everybody should 
be able to find one to suit them. 
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ONSTERS 



demented, giggling Pato Elemental. while the super shotgun Peals with The 

Lost Soute 


MANCUBUS 


iw look monsters add a new level of realism to Doom 64 that has been absent in all other versions. Here is 
a run down of the demons and monsters who would like nothing better than to send you to the hell from which 
they spawned! 

ZOMBIEMAN AND SHOTGUN GUY 

These guys used to be collogues of 
yoursi The marines wll take pot 
shots at you with their pistols white 
the servants pack a r.fte. These 
zombies are pretty slow and easily 
krlled and are a good source of 

replenishing your amrro once lulled. 

IMPS AND NIGHTMARE IMPS 

The Imps rue a double threat to you, 
they hurl pink fireballs at you, while 
the opaque Nightmare Imps will 
unleash more powerful purple ones. 

Both will sol about you with their 
caws if they can gen close enough. 

DEMONS AND SPECTRES 

As soon as you are spo-.ted, these 
Dehorned buggers head straight for 
you and attempt to tear at your 
throat with their bowerful jaws. If you 
are attacked by a pack o* them. A is 
best to arm yourself with the chain 
saw. get your hack to the wall ard let them run onto your waiting bodes! 

Spectres are almost invisible so be sure to listen out tor their guttural roar. 

CACODEMONS 




Imagine Bernard Manning naked with rocket 
launchers for hands That's the Maneubus. that is. 
|This fat heifer seems a bit more mobile and harder 
to kill than in previous versions. Put hm on a multiple 
rocket diet and watch the pounds fall off! 


ARACHN OTHON 9 




These spiderhke cyborgs pack rapid firing, twin 
plasma guns. Vou woukl be well advised to listen out 
for the weird mechanical clanking of their legs and 
to deal with them from a distance using hit and run 
tactics. 


••■Sen 


These floating, fruboll breathing muthas are twist 
taken out with the machine gun oc the plasma gun, 
( *incn the action of the rapid fire doesn't give them a 
chance to belch out a fireball at you. 


HEEL KNIGHTS AND BARONS FROM HELL 

Corn go toe to toe with 
these bad as cod, goaty 
legged, heavy bitters’ The 
Knights hurl green energy 
bolts st vou white the 
barons toss even more 
lpowcrful red energy bolts. 



CYBERDEMON 


PAIN ELEMENTAL AND LOOT SOULS 

[The Pa n tie mental will spit out n 
(constant succession of lost Souls 
at you until be is killed, lost Souls 
[ore burning tUuitl* that rapidly I“0 *t« 
l i on you from above A ropic fire 
■w» -non most effective qga«nrt tho 




Run .iway! Run away, you looH The only w«iy to kill the 
Cyberdemon te Id hit him with your most powerful 
weapons whilst omploymg hit and rim tactics, He wifi 
close you down vety quickly and if you take a direct 
bit from one of h»s hi speed rocket launcher shells 
you will almost certainly be brown bread’’ 



Sadly there are a couple 
of downers that i have to 
mention. Firstly, there 
are no multi player 
options which is a bit Of 
a shame, as I had high 
hopes that a pseudo 
four player option was 
gomg to oe included. 
The programmers were 
toying with the idea of 
having a death match 
opition where there were 


to be three CPU controlled troopers, 
who would stalk your lone trooper 
throughout any of the game's thirty 
levels. It would appear that Midway 
have canned the idea, instead opting 
to make the sirgte player option more 
aosorbing, by making the game more 
puzzle and strategy orientated than 
arty previous Doom game My second 
gripe is that the game, although 
graphically pleasing in general, is very 
dark and demands you play it in a 
dimly lit room (any real Doom 'an will 


tell you that the only way to play 
Doom is in the dark anyway’) Finally. 
I feel the difficulty setting may well be 
too high for many players. Any Doom 
virgins out there may well be out off 
the whole game, simply because they 
will continuously have the beejesus 
knocked out of them before they have 
got very far. 

Aside from these minor gnpes though, 
Doom 64 is still a wonderful gome that 
deserves high praise. You have to 































I'm a great Doom 
Can (let's face it, 
who isn’t) but I 


must admit that 
Pyc been getting 
a hitle tired of it 
■ of late. Playing 
Doom 64 though 
ia like the 


jrbial 

ith of fresh 
ah. The visuals 



are superb with 
i all the usual 


Atmospheric 
lighting and 
•prites to die for 
There’s no 
ptxelation on 
close up and 
weiything looks 


so solid. 
Gameplay wise, 


Doom 64 is 


everything a fan 
could ever want 
and more. Okay, 
it’s not Turok. 
but it's pretty 
damn good 
Saul 



► Comcfit-raL# atl your fire on live hln IdemoataiL sinew he la the aouroo of tho Lost SouLa 


watch somebody playing it to realise 
now incredibly immersive Doom 64 is. 
Normally placid people, alter a few 
minutes atone with the game, are soon 
mouthing foul obscenities and yelling 
stuff like, “Have some of that, you 
scum sucking pig!\ Th s is what 
gamespiaying s all about, losing 
yoursetf in a fantasy world to the 
degree that you almost forget your 
surroundings. I can count on one hand 
•he amount of times I hove been 


builds up whhe you are creeping 
through dun eofricJors, never Knowing 
quite what abomination is lurking 
around the ned corner. Whatever it is* 
Doom 64 has got it by the bucket load, 
The gore factor is higlw in Doom 64 
than any other version* At times you 
can actually see bullet holes riddling 
the bodies of your victims before they 
explode and decorate the walls. 

I must admit that this game is a tricky 
one to score and there has been 
some disagreement here In the 64 
extreme offices as to whether Doom 


This is what gamesplaying is all 
about, losing yourself in fantasy. 


genuinely frightened while playing a 
video game outside of Doom , yet after 
all these years it can still get to me. I 
don't quite know what It is. maybe HC% 
a combination of the chilling sound 
effects (you know the stuff, babies 
crying, monks chanting, fingernails 
scraping down a blackboard, etc.) and 
the claustrophobic atmosphere that 


64 is worthy of our cherished X* 
factor. What the X-Factor award is alt 
about is honouring a game that has a 
certain indefinable charisma of its 
own* that sets it apart from the 
crowd. Doom is arguably the greatest 
game of atl time and has influenced 
hundreds of imitators and invented a 
new game genre of its own. People 



universally refer to first person 
shooters as Doom games. Doom 64 
is the best possible version of Doom 
ever, so if that is not worthy of an X 
Factor then I would like to know what 
is loiter to you. Saul!). I suppose we 
should realty have a vote on it r but I'm 
going to award it the X Factor anyway. 
As Oscar Wilde once put It: The 
trouble with democracy is that every 
ougger has a vote! 


I would have to say that Doom 64 
doesn't surpass Turok Dinosaur 
Hunter in my list of favourite N64 
games, but It certainly isn't far 
behind. I would implore every N64 
owner to buy Doom 64 when It Is 
released in September let s face it, 
most people will have long finished 
Turok by then anyway). This could 
possibly be the last ever version of 
Doom, if that is the case* this superb 
game is a titling finale Patel 
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Human Grand 

...on the day I sold my copy of FI for the PlayStation, 
Human Grand Prix dropped onto my desk. 
Cool, I thought, this has to he better than FI... 
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rncroRMor 

HUMAN GRAND 


Those being vVaveR^e 64 and 
Mario Kart 64. The dismal Cn-is’n 
USA Mas the proverbial one that 
got away as, basically it was a 
load of Old boots. As it goes at the 
moment then, the onfy two decern 
racing games for the N64 ate 
concept gomes and not, in fact, 
real down to earth racers Now 
though. Human Entertainment 
enter the traditional driving game 
arena with their effort in the torn 
o f Human Grano Prix, 


At first glance you'll t>e suitably 
impressed by the look of Human 
Grand Prix. The cars are chunky 
and well drawn with a very arcade 
feel to them. The tracks are also 
very pleasing visually* with an the 
usual Grand Prix circuit features 
such as stadiums, trees, 
billboards and crash barriers. 
Looks good so far then, that is 
until you actually start driving. 
Apart from the tw tchy control of 
the cars (which i'll ten you about 
later) there is one huge problem 
that wilt hit you directly in the face 
tne second the game star ts to 
move. That problem happens to 
be popup or drown or scenery 
cutting or whatever you want to call it. 
You may think it's n bit harsh of me 


B eing a motorsport and FI whereas I prefer the excitement 
fan, I was pretty chuffed to and high drama of tho motorsport 

be given Human Grand Prix world, so with this in mind. I 


PRIX. 


The cars are chunky and well drawn with a very arcade 
feel to them. 


to review for the third issue of 64 
extreme, especially as I have just 
got shot of my PlayStation which 
means no more Formula 1 fix for 
me. Most people get excited 
about a bunch of blokes kicking a 
ball around a pitch In a stadium. 


slipped the little grey cartridge 
into the formula one machine of 
the video game world. 

There have already been three racing 
games released for the N64 and l 
was very impressed by two of them. 


to be mentioning it so early in the 
review but the problem is so 
prominent that It really does bnng the 
game down. 

If the NC>4 wasn't such a powerful 
machine then this wouldn't bother me 
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at all but the fact of trie matter is that 
having draw in as bad as this is just 
poor or lazy programming. To see 
what I mean, lake a took at the 
stunning graphics on WaveRace 64. 
the programmers of I his fine game 
have managed to ttlmiirkite almost all 
draw In and preserve a lop quality 
frame rate and realistic graphics. If 
Homan 6P had fried, they too would 
have been able lo achieve this but as 
II happens they ve ended up with a 
graphically substandard game that 
could have been a whole lot better 
with just a little more effort. 

The pooup sn't the only problem with 
the graphics either. As you can 
probably guess, I'm a fan of FI on the 
PlayStation so I can’t help but 
compare the two games. The tracks 
on FI are beautifully drawn with long 
sweeping corners and masses of 
scenery 'which incidentally hardly 
pops up at all) an moving at a fast 
pace. However, playing Human Grand 
Pro, I noticed that the graphics on the 


circuits where only just on par with 
the PlayStation. In fact. In some 
places Human Grand Prix misses 
the mark totally and falls well 
short of Ft. Take a look at every 
corner on Human Grand Prix, 
they're not round 01 curved but a 
series of straight lines joined 
together to give an extremely 
jagged effect. This affects the 
realism which makes you realise 
that it is just a game and not an 
experience such as FI* 

With all of the graphical problems 
it really does make you think about 
what's happening down at 
Nintendo duality control. Maybe 
the staff have had too many late 
nights or maybe they just don’t 
know what makes a good game. If 
Nintendo are going to stick to their 
quality over quantity guidelines 
then they will have to sort 
themselves out soon, because 
there are too many flawed games 
making their way through. 


IT’S ALL IN 

THE NAME 

Not being on FI license. Human entertainment had to figure out d way ol 
keeping rhe game as close to the real thing as possible. Some bright spark 
thought tnat by changing the names slightly they could overcome this problem, 
in fact, It makes it Into a farce with names such as S.Mihumacher. I. Ervine 


tetters ol each team name for the teams which is 
extremely cheeky. Check out these stats screens 
to* the full fun down on the names and teams. 
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I couldn’t resist it. I just have to give you a direct comparison of FI on the 
PlayStation and Human Grand Prix. After all f FI and the PlayStation are the 
competition here, so let's see exactly what we’re up against. 


1 HUMAN QP 


FORMULA 1 

■ i—- .* * 

/ ' - 4 ^ -' V 


1. Flying up Lbe start straight, you Immediately 
notice the difference in the style of the two 
games. FI seoms to be more textured, which 
isn’t bad going for a 32 bit system. However, 
Human Grand Prix holds its own here 

2 The PlayStation game seems to be much more 
textured than Human Grand Prix. Notice it 
particularly on the roads. The scenery on 
Human is much clearer though. 


B. HUMAN 


FORMULA 

M 0BWB* 


tm 

3Si 


FORMULA 1 

m ■ 


3 HUMAN OR 


FORMULA A | 


3 The scenery becomes a little murky at times 
on Human, but there again, we’ve got a bug in 
the scenery to the left on Formula 1 

4 The billboards are missing on the FI shot but 
which one looks the most realistic? 

5. The graphics here on Human are very solid 
although PI seems to be much more defined. 

6. I've walked through this tunnel. I have. 
Anyway, Human takes the tunnel mist effect 
and FI makes it dark, which 1 prefer. Also check 
out the sea on human, gorgeous isn’t it? 

7 This chicane Is vary jagged on Human but it’s 
a joy to drive through on FI Check out the detail 
on FI 


6. HUMAN OP 


FORMULA X 

iV i » 


7 HUM AN O P- 


SSraML ". ct 

FORMULA X 


8. The detail of the backgrounds in FI are far 
superior to Human Grand Prtx. 


You may look at the** shots and think what the hell 
am I going on about Human may look as good at PI 
here, it not better In pieces* The thing It that onco 
the game l« moving the pop-up ■tarta and you begin 
to notice that graphically the game lan't up to much, 
especially aa It hat been programmed for the moat 
powerful contole ever If Formula 1 on the 
PlayStation can look ns good and play better than art 
N64 game then I'm afraid there must be aomathlng 
wrong. 


HUMAN OR *— 
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Well, that's the graphics well and truly 
trounced, so what about the 
game play? Wall, you 'll spend your 
firsi tow races trying to get to grips 
with the twrtchy control of your car 
This can be adjusted with an 
extremely m-depth car settings 
section, where you can change the 
suspension, steering, gearbox, speed 
and acceleration. This is very handy 
as you will need to find the per feci 
set up for yourself or you'll end up 
wiping out on every corner. Once you 
have a suitable set up. the garnepiay 
is actually quite satisfying, at least for 
o while. You'll hnd yourself flying 
around the courses having some 
pretty hairy battles trying to make 
your way to the front of the pack. 
Getting to the front is child's play on 
easy and normal levels but stick it on 
hard and the challenge gets pretty 
tough. 

There are three modes of play. World 
Grand Pnx, Battle and Time Attack. The 
first is a full grand prix season and 
Battle mode is whore you can choose 
the track and number of competitors. 
Time Attack doesn't realty need 
explaining does It? As well as this, 
there are the usual control 
configuration and records option, Out 
there 's also a chance to build your own 
contract. This is where you choose 
your driver and select the team. The 
dnvers and teams are all named very 
cheekily as this is not an official Fl 
license. For instance, there's a H O n 
who drives for the Wil team, l wonder 
who that could be*> The tracks are all 
taken from the original grand pnx 
tracks of the world, so if you're racing 
in England rt will be at Silwrstone. 

There are a number of haws In the 
actual execution of the gamepfay which 
can become quite annoying at times. 
One of the most annoying things is 
when you are driving an automatic or 
semiautomatic car, sometimes the 
computer wiM forgot to change from 
second to t bird gear which means you 
haw to do it yourself, If l wanted to 
change the gears mysel*, I wouid have 
chosen a manual gearbox. This 
happens m other gears as well but is 
most prominent in second. Also, the 
wipeouts are pretty pathetic, rot to 
mention frustrating, tf you slide out, 
your car will just twist in the direction 
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I think Saul is 
being a little 
harsh giving a 
score as low as 
60%. 

Personally, I 
would have 
given Human 
OP 70%, 
oertainly no 
more. When you 
eempare it to 
the likes of Sega 
Hilly or Rage 
Racer you 
7 realise just how 
poor Human 
(Jtand Prix 
(iSally is. What's 
ft&e deal with all 
jat pop up? 
sly it 
shouldn’t 
happen on a 64 
bit machine. 
Still, Human GP 
is still playable 
enough but 
hardly the 
racing 
experience I 
was hoping for. 

Pete 


► Ju*t pipped the poet 

you are pointing. Sometimes this 
results m loads of wasted time as you 
try to get yourself back on the track 


not all cars finish the race Fair 
enough’, you might say. Not really 
though as it is nearly impossible for you 
to not finish the race, so you already 
have an advantage over the computer 
control ed drivers. A bit more thought 
would have made thus on interesting 
feature m the game but what's the 
point if you are hound to finish the race 
every time? 

There are seven different driving views 
ranging from the car at a txtof a- 
distanco viewpoint, down to the hood 
ornament viewpoint with just a moving 
road view. The just above thecockptt 
view is 

par ticularly 
amusing as the 
front wheels 
look like cotton 
reels attached 
to spiders legs! 
Having said 
that, this view is 
one of the best 
views to use 
whilst driving if 
you can get over 
the ndfccuious 
looking wheels. 

The engine noises are actually quite 
good although the sound can 


basically inexcusable. I know that 
even the N64 won’t produce the 
perfect game, but the power is there 
to get closer to that accolade than 
with any other machine before It. I'm 
going to slick my neck out here and 
say that I would rather play Formula 1 
on the PlayStation than Human Grand 
Prik on the N64 (only I can t, cos ' I just 
sold it). We'll probably get a sack Mil 
of flaming letters on my last comment, 
but nave a look at the boxout 
comparing the Monaco tracks from 
both games before you write m with 
abuse. 

I was realty looking forward to playing 
Human Grand Prix. I thought that it 
would out class all of the other 
Formula 1 titles on the market but I 
am sad to roport that ft is no more 
than an average game, and that's 
going easy on it because I love 
Formula 1, The N64 deserves better 
than this inherently flawed game and 
Nintendo should make sure that the 
bugs and problems are sorted before 
the games hit the shelves. Having 
said this. I am a die hard FI fan and I 
did find some enjoyment from playing 
Human Grand Prix. although it didn't 
lost long. II you can't wait fdr a decent 
FI game on the N64 then Human 
Grand Pm wilt be your only option, but 


The engine noises are actually quite good although the 
sound can sometimes get a bit muddled. 


using the accelerator and brake to spin 
yourself around Starts can also be 
frust/aUrg m the computer won't stick 
you Into 1st gear mmediately, so you 
end up gottmg shunted by the car 
behind and losing a coopte of spaces. 
The final flaw is pretty serious and 
realty does detract from the gamepfay. 
To try and give the game more realism 
the programmers have made it so that 


sometimes get a bit muddled, 
especially when there arc a number 
of cars m the area, mere aren't really 
that many utliei effects to mention, 
except that the menu music Is pretty 
docent and the bleeps are adequate. 

Overall. Human Grand Pm is no more 
than adequate. To tell the truth land 
we always do) some of its flaws are 


I'd suggest that you wait unbl a better 
game comes along or you couW be 
very disappointed Saul m 
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scores 

eraohics 

66 

Chunky and arcadey in style txrt very. 

Wfy Itaiml. 


sound 

70 

Good eng no note** and th 

n root of the 

effect* do a hoc fob. 


gameplay 

69 

Fun for a wMe but the e«c4efhont wear* off 

nor* yr*,i wait** ham Itmvnd it it 

lifespan 

55 

Even Ota hard Fi tan* ww t 

ire of tni9 qwcfcfy 

overall 

60 


I expected %a much more from Human (kind 
Rrti wiich meke* tht duappo^Ttmcrrt even 

rente* after pUiytfift R AdniHetfv. X Has its 
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TUB big hBad pLAoue cONtinuKS! CAJUtEd bY tHe NBA seBjas. 
flPHEaD By ThE ToSHlnDeN chARA^Ters, aNd now infEOnng 

BaSBBall plAYarS in japan - wEIrd am, Mad! 


/ 


INAVEmADE 

referenced 
PAmEiA 
ANDERSON IN 
EVERY K5U EOF 61 
EXTREME SO FAR 
ANDWiUHAkEA 
CONSCIOUS 
Ef FORM'D 
CONTINUE TO DO 
soforauPanmv 
FANS MAP READ 
PHEMA$. 

I 




Rig hearts Why? The only outef 
proportion body part that I've 
seen that looks good is made of 
silicon and nestles nicely in a 
red Baywatch swimsuit <Yes! I've 
made reference to Pamela 
Anderson In every issue of 64 
extreme so far. and will make a 
conscious effort to continue to 
do so for all Pammy fans that 
read the mag}. 

re was I? Oh yes, big IMs I 



beech and Chong are alive 
and well and are working as 
game developers for 
Imagineer! Are they stJH rolling 
reefers 2ft long? I think so! Just 
look at those so called Baseball 
players • Snow White would have 
her work cut out washing up for 
them lot! 


mean, big heads! 


Big head mode originated in the NBA 
basketball games, a simple code could 
be entered to achieve this gimmick. 


and you had to be pretty simple to 
enjoy it. But. for some strange 
psychedelic reason, the Japanese love 
it. And the word on the street* has 
revealed that you can now have an 
underground operation to inflate your 
head to twice the si/e l‘m sure the 
advert said ‘hearil to become part of 
the Japanese crowd'. That's enough 
crap babbkng, let’s talk baseball 

Let's start with a quick explanation of 
how baseball is played. Two teams 
turn up at a large grassy area, either 
indoors or outdoors, and run around 
in funny uniforms and miner's 
helmets These two teams take turns 
in either swinging a piece of wood or 
keeping their hands warm in over 
sailed rmttens. A large white diamond 
is painted on the grass to form a 
section of sacred earth, one team 
performs a devil-dance around it 
while a member from the other team 
stands m the middle and cuts the 
head off a chicken. Yes. you’ve 
probably guessed by now. I don t 
really know that much about baseball 
does anyone m England! 

The game starts off with a short 
intro, comprising of the John Merrick 
look a likes undertaking the chicken 
ntuai I mentioned earner. Graph caliy 


everything is bright and cheerful, but 
right from the start those cute, sweet 
characters crawl up your nose and 


The only alternative available on the 
N64 is Konami’s Power Pro Baseball. 
















revi£? 



► Sandy battaf 


irritate your brain. Ne*t, it's time to 
start sending off for those tacky 
learn Japanese In five minutes* 
topes you see advertised m the back 
ot the Daily Sport (oobhppss, I mean 
Dally Telegraph), as you are suddenly 


After picking your 
team, stadium and 
every default 
selling, your team 
of Lilliputian 
mutants waddle 
out to the cheers of 
thousands of 
brightly coloured 
dots. The pitcher 
has a couple of 
practise throws, a 
few gulps of 
rooster blood and 
then your batter 
suddenly appears. 
He doesn't 
swagger out of the 
dug out polishing 
his weapon and 
eyeing up the 
opposition, Lie just 
appears * I must 
have picked a team 
where Paul Darnels 
was coach! A small 
square appears on 
the screen allowing me to position my 
oat onto the on coming bait. The 


asftrtof am! 

Another agreeable feature In the game is the large range 
of stadiums that you can choose from. Those vary from 
large open air stadiums to small grassy sports grounds, 
large enclosed arenas and even the beach. With the 
open-air stadiums you also have the choice of having 
either a day or night fixture. 
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back stop catches the ball. A After finding the Practice Option, 
Japanese voice says something which I found very useful and an 


The yellow cursor used by the batter to position your 
swing for hitting the ball, varies in size. 


becoming swamped with page after 
page of capricious symbols Prince 
would love Hi 


pitcher s stumpy arms pull back, the 
crowd go silent with anticipation, he 
throws, I position the square, the 


strange which I assume means 
Strike I his routine continues until 
all of rry players are out 



I certainly found it very hard to gal to grips with the yellow 
batting cursor, pitching over the base, throwing, base-running 
basically, the whole bloody game! Fortunately. Chore U a very 
good Practise Option which allows you to tune your ploying 
ability. If you am crap at hatting you can practise with what looks 
like one of those machines the tennis players use, do you know 
the one I mean? But it is in fact a dwarf behind a green fence. You 
can adjust the speed, accuracy and the range of the pygmy 
machine to produce easy and harder pitches. As well as batting, 
you can practise your pitching, catching, base* running and even 
plpying as the back stop - luckily the whole bloody game 



It s now my turn to drink rooster 
blood and to 'kick some CPU 
ass'. I have a few practise shots, 
a square appears to show that I 
am throwing over the base 
correctly I'm ready. Ooohh, Paul 
Daniels must be coaching both 
teams. The batter appears from 
nowhere, he swings bis bat a few 
times to loosen up. I pull back my 
throwing arm, aim-ng low and 
straight at his knackers. The ball 
whistles through the air. he side 
steps. A thunderous noise of 
leather hitting wood echoes 
throughout the stadium. The dotty 
crowd cheers as the ban flies 
towards them, the batter slowly 
runs around the diamond, 
knowing full well that he has hit a 
home run. This routine continues 
until I reset the console, and 
struggle to find the practice 
batting option. 


asset to the game {see toftout). I did 
start to enjoy certain parts ol the 
game. The yellow cursor used by the 
batter to position your swing for 
hitting the ball, varies m sue. The size 
is determined by the hit statistics and 
present form of the batter, the better 
the bitter the bigger the square. Miss 
a few balls and the square lor that 
certain player will become slightly 
smaller, making you divide into a 
deep viscous circle of ball missing 
very similar to bed wetting and 
drinkmg. once you start to can't stop. 

With my wealth of new found 
knowledge, I entered the big head 
baseball arena for a second time. I still 
lost, but I at least scored a few points 
I relumed to the practise mode, 
realising that baseball is not just about 
hitting the ball, it s also about being a 
competent fielder and pitcher 

Mow l was definitely ready, I felt like 
grasshopper leaving his ping pong 
eyed master departing the 



: 

* 

* 


Z£6 t etitir • C 













































eyiew 



► ftlaurtvp lb# oktaot vwfcojttf in tow 


I enjoy all 
American sports 
Including 
Baseball, but 
making all the 
characters look 
4 like members of 
Maurice's 
family Is 
shocking! 
Baseball Is a 
•art man’s 
game, not a cute 
fttncy frollck In 
the brambles. 

1 The gamepiay is 
J as good as any 
other baseball 
elmultation Pve 
( played but as 

P>m ha a 

Twrobably 
stressed, the big 
heads and tiny 
bodies stink - 
nearly as bad as 
myjockles! 

Pete 


sanctuary of the monastery to face 
the penis of the outside wodo. 

i still lost, but l put up a good fight 
and learnt from by mistakes. Victory 
came after a few more games, and I 
realised that there was more to 
baseball than I had first thought. And 
even though il isn't my first choice for 
A sports simulation, you can still 
have fun 

King of Pro Baseball is bright, buoyant 
and obviously aimed ai a Japanese 
market. The graphics are cute, but 
not my cup of tea I'm not going to 
slag them off as they will evidently 
appeal to many games players. The 
sound effects are good but not earth 
shattering, but again, it's a baseball 
game and as long as the crowd 
sounds realistic you're half way there. 
The high points of the game for a 
baseball novice are definite^ the 
options available, this allows a 
non-baseball freak like me a chance 
to prepare for the game in a very 
appealing way. 


“How the hell did a Japanese 
Baseball game get onto the 
N64? n , asked a dim-witted loser 
from Upton called Maurice . 

You might laugh at the thought of the Japanese playing Baseball, but m fact 
rt is the most popular team sport in Japan. During the spring and summer 
months, high school, university and professional games encita the nation 
and command the media. 

It was first played In Japan, amazmgjy, in 1B73 at Katsei Gakko presently 
Tokyo University under the tutoring of an American educator. Horace 
Wiblon. Ttie first team appeared at the SMmbashi Athletic Club. 

In 1903, an annual series started between Wasodn University and Keto 
University, Mejii University Joned In the fun in 1914, th*w more combined 
later that decade to form to Big Six University Baseball league 
In 1934 an American M^or league All Star team landed on the shores of 
the setting sun. A Japanese team was selected from tne finest players of 
the non-professronal teams, this produced the Nihon Baseball Club the 
first Japanese professional team By the end! of 1934, sin more professional 
teams were founded. 

After Work! War II, Japanese and American exchanges become more 
recurrent In 1949, the San Francisco Seals of the Pacific Coast league 
visited Japan, succeeded by Major League Teams. Since 1936, more than 
400 Americans have played for Japanese professional teams, making It 
the most popular spectator sport in the post war years, with on annual 
attendance of more than 14 million, and televised game* becoming top- 
rated programmes. 



er.ced out, u fctaunoe eyem up the ball 


If you lifco bitsebail games and you can 
w thstand the deformed characters, 
and put up with the Japanese text and 
speech, you'll probably enjoy this. If 
you're a beginner, then things do 
seem a bit slow and bormg but the 
options can ease the pan. 

The only alternative to this aval able 
on the N64 ks Konamfs Power Pro 
Baseball. I don’t know how it plays, 
but it docs look exactly the same 
and I mean exactly the siime! Even 
down to those bloody big headsf 

One thing I have forgotten to mention 
is the multi-player options* You can 
play against a fnend in a two p ayer 
mode, or have 
two players on 
each team, or 
three players 
against one. or 
four against the 
CPU, or three 
against the 
CPU.,.,, the 
list in endless* 

I know that 
multi-player 
games are an 


important feature of the N64 and it 
does seem that I’ve skipped across 
it very briefly, but trust roe, the game 
does not improve by any sense of the 
imagination in multi play. In fact, it s 
worse! Oazzafl 


HA 


diri r» rwi 

VISA 


mm 


1SL 


ThtA wckid defmcey m foghe^ it wasn't lor 
those deformed, rooked, distorted. a»k*i. 
ccrtortcd. awry, fnarfcd, drafted,... 




70 


rT ipecUu, but enough to fM the 


15. 


tat quilt a vhta to get uselo S^infrng 
a Dot aimlessly at ttw air uni much fun, Put 
mod* the day 1 

lifesuan ? 

Howl 5* TVp* 1 ’: e of Mrtnf? I'm not brntf 
awkward here? People who deni like loci boil 
Mill ofyoy ptdryinG loot boll game* Basdnii il 
ftpectiined. garo* players tt-ol knw IV 
npo* r wM iay Ihai ihte gome hot on IrArtflc 
Metota 


overall 


m 


On tVM «npmi4om. would how tipped 
the scales a about 40* but, the mere I 
payed. 1*5 better I **. and cXwtcwUy no*** 
more nput «i the game produced more 
enjoyment. M you am get tfvoulh the pan of 
toa^ many games before own tconng a 
run, 4 % not that botfl 
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The Glory of 
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~THe tranQuiuTY of a OOlf coUHSe on A 
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HNOon bAa bEeN 

BRouGHt to tHE n 64 in The foRm of Th© Gloiy of St. Andrews. 

SoMetiMEs tHOuoh tHls trANQuiUTy can bE EASily uPsat.. 


AtMOufH X h 
NOTA^Oif 
lOVER IHAVF 
FNJQYFDArFw 
f $AmFS»N 
fHFrASKUCHAJ 
LEADCRivOARD 

ONHCAh<$A 

ANDP6ATOUR 

ON THE 

PlAVSPANON SO 
IANN0P90<N9 
PO KF HASEDDUE 
PO 

NY OPiNJON ON 
PNFSPORP 



► tb« obacfca an tuppoMd to b«4p wilt puUlsi£ How, 1 ten\ know ► Ho bat to make Hun Coe pat Wi.at wdtonwit 


G olf, love It or hate It. its the 
same as football and Star 
Trek, You either love them 
or you hate them. As for golf, I'd 
go for the latter. People tell you 
that It's a fun and relaxing game 
but l*d tell you it's boring and 
frustrating. The figures don't lie 
though and golf is one of the most 
popular sports In the world so It 
was a safe bet that there would be 
a golf game appearing for the N64 

So then, the first golf game for the 
N64 is by Seta and it s called The 
Glory of St. Andrews. Tunny that a 
Japanese golf game is named after a 


the Amiga and 
PGA Tour on the 
PlayStation, so i 
am not going to 
be biased due to 
my opinion on the 
sport 

On turning St. 

Andrews on I 
immediately 
notice that 
everything is in 
Japanese. 

Strange that and 
typical of foreigners. I thought I would 
have ono holl of o time trying to 
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round, or you've gut a full round with 
the option of up to four players 


You’ve got a practice round or you’ve got a full round 
with the option of up to four players participating. 


Scottish golf course, I mean surely 
they have their own golf courses out 
there. Anyway, although I'm not a golf 
lover I have enjoyed a few golf games 
in the past, such as Leademoard on 


decipher what the options and text 
mean but it realty didn't take me that 
long. This is basically because there 
isn't much to The Glory of St. 
Andrews at all. You've got a practice 


participating, There are four players 
to choose from, although if you go to 
the player conftg, screen you can 
choose from up to eight different 
faces and bodies._ 
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If you can be bothered, there is 
a four player mode for you to try 
out in St. Andrews but, to tell 
the truth, It doesn't really do 
much for the game. My advice 
would bo not to play your 
friends on rt as you may end up 
embarrassing yourself 
Instead, go to the local book 
club or earth worm 
appreciation society to find some opponents, that way you might find some 
people who will enjoy It. 



game as it allows you to personalise 
your player to your particular taste. 

Once you start a round you'll be given 
the options I’ve mentioned above and 
then it's straight onto the course. 
You’ll get a bird’s eye, swoopmg 
camera view of the hole before you 
tee off. to give you an idea of how you 
should take the hole. This is where 
you start to notice that, basically and 
to be blunt, this game looks crap The 
camera mows in jerks and stabs and 


this is >ust at a distance. Get >our bail 
stuck in the trees and you'll be 
amazed at how awful they realty are. 

I think that they must have employed 
the set designer from Prisoner Cell 
Block H to do the trees thave I said 
that somewhere before?). They look 
like cardboard with no depth ana a 
completely flat feeling. In fact, they 
don’t even look like trees, maybe 1 am 
wrong, maybe they're actually 
supposed to be cardboard mutant 
fungus god spectators or something. 
I don't know and I don't care because 
it's absolutely pathetic and I can't 
understand What Nintendo are doing 
by lotting this through quality control 
The bushes are also .,0b. sod it. you 
get the ptfture. 

Surety the game play will bring It out 
of the pit of gooey stuff it's landed 
itself in so far. I thought to myself as 
I prepared to leeolf. Okay, place the 
tee, fine. Direct the shot using a blue 
arrow placed over the map of the hole 
to the right. Press the A button then 
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I think that they must have employed 
the set designer from Prisoner Cell 
Block H to do the trees. 
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You can also choose the clubs to take 
onto the course and there are a few 
other player options such as the type 
qt swing that you'll use, These 
options are a useful addition to the 
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THE BURN 
370 YARDS 
PAR 4 


the scenery is very blocky The grass 
is a sight to behold in itself. I could 
have drawn better grass than this at 
primary school. If the programmers of 
ttaveRace 64 can produce amazingly 
realistic water then why can t the 
programmers of St, Anckcws create a 
little bit of grass which in my mind 
should be much easier than the water 
because it doesn't move, 

The trees are in the same situation, 
very Wacky and horribly coloured and 


It's time to position the point of duo 
contact on the ball. Fine, place it tow 
and the bail wiki go high, place it high 
and it will skip across the grass. No 
problems. Ybu now get a funny meter 
that appears at the lop of the screen 
and a red circle decreasing in si/e 
over Ihc ball. Wiat do I do here then, 
i thought? Press the fire button, so 
press 1 did and nothing happens 
Think again. Pub back on the stick, 
That's the one, as the bar on the 
meter moves down and your golfer 
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milt nu; i 
THF BURN 
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f nuit nu. l 
THF BURN 

370 YARDS 
PAR 4 





FLYBY 

When playing a tournament, 
you will get a fly by at the 
beginning or every hole just 
to give you an Idea of how to 
tackle 1L To tell the truth. It’s 
not that helpful but some of 
you may find it Interesting. 
Here’s the fly hy on the first 
hole Just to give you an Idea 
of how It goes. 
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If you gave a 
team of 
programmers 
the task of 
coding a golf 
game, with the 
power of the 
£64’8 hardware 
IK their 
disposal, you 
would imagine 
that they would 
find it difficult 
to screw up. 
Well, somehow 
9eta have 
iflanaged to do 
jdst that with 
is truly 
mal effort. 
They should 
hang their 
heads in shame. 
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■> Th* golfing man certainly fcnowt how to dmtajuil lorn a thowi pitih 

draws his club back This Is easy, I 
thought a§ I roturn iho stick to the 
centre and the golfer swings his club 
to the baH only to totally gool tne shot 


After working 
the controls 
out, I thought 
that l‘d be m 
Tor a 

pleasant and 
relaxing 
round of golf 
Boy was I 
wrong. Once 
you start a 
proper 
round, the 
power mete* 
from the 
practice 
session will 
disappear 
and you will 
have to 
gauge your 
shots 
without the 
aid of the 
meter. This 
is easier said 
than done as 
the analogue 
pad can he 
extremely touchy. It will also take you 
ages to work out how far to pull back 
each club for a different distance, 
This is where things get even more 


You'll get a bird's eye view of the hole 
before you tee off to give you an idea 
of how you should take the hole. 


Pete 


up completely, Ah. I thought, it s got 
something to with that red circle 
Easy, pull the club back and wail for 
the red circle to be at Its smallest, 
then lot go for a perfect shot. 


annoying. One minute you're pulling 
the club back halfway for a certain 
distance then, before you know it, 
the computer will have switched your 
club and you'll have lo gauge the 



CUSTOM GOLFING 


pniMpiHwwwM BMpMppiipMM You * choice of four different 
I vi*.™ players (Hitters) but I couldn't work 

I | 7— out If they had eny different abilities. 

_M ' W,., r I'r 1 m As well as those four hitters, you can 

SSf-frsr^. y L__* I eteo choose a face to go with your 

riflfciM Maia) Ifj|?V "% JTTijuIJl g0,tt>r Th *'* * r * a, * ht ,ac *‘ to 

K ,/ choose from and none of them make 

£j> Jml j'&ffit'h I __ flj* ****»• a blind bit of dlMcronco to th« gome. 

You can also choose your type of 
swing which again seems pointless to me. The only decent option I een find Is the on# where you get to 
select which clubs you telco on to the course with you. This, howover. Is only for those that know the 
difference between a pitching wedge and a thraa wood. For the mil Mona out there who don't know their 
golf, I'd advise you to Just take the default clubs out with you. 


swing again. This makes for some 
amusing criss-crossing of the green 
as you try to simply get the bail 
onto it 


Once you have got a half decent grip 
of the controls, you'll still find that 
you don't really get any satisfaction 
from playing this game lt‘s simply a 
case of looking at each shot and then 
going through the motions. Unlike 
other golf games. There's no real 
thinking about the shot you have to 
lake. Don't get me wrong, as some of 
the shots you have to lake can be 
dude difficult but. for some reason, I 
just went through the motions and If 
l missed then I missed. It's simply an 
exercise and not a game. 

You may think that I am biased 
because I've already told *00 that I 
don t really like goff but I can tell you 
that I ve played PGA Tour to its death 
so there's something m defence of 
the panning that I’m giving St, 
Andrews. Finding a good word to say 
about the game is hard and I suppose 
the only thing going for it is that it's 
the first golf game for the NG4 which 
probably means it will sett d fair 
few copies. 


if you re into god and you're thinking 
about buying The Glory of St. 
Andrews. 1 strongly suggest that you 
watt and see what e se Is coming in 
the genre. Who knows we may even 
see PGA tour appearing for the N64 
and if it does, you can bet that it wtu 
be far superior to St. Andrews 
Sadi 
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Doraeman 


JF , 

WHEn I Hist HeaHD about THe immOTent anHiVal of An fmpORt eoPy oP DOraemai 
for review i was plEAsEd- “It’S a soRt ofAnime gaMe, done is a MARIo 64 

is gooD. I’ll put it 


sTyle", said Martin, oUR local impost 8Hop oWNefc “oh, tHat 
down for a four PAge revraW, whlcH Ill no myseLP, I gAid. 


I 

t 


I love platform and I 

missed out on reviewing Mnrlo 
64 (which i« the only platformer 
thus far on the NS4J, *o I was 
realty looking forward to getting 
my teeth Into Doraemon and put 
my weekend on hold, in 
anticipation of some Intense 
games-playing. Aftef playing 
Ooraemon lor five minutes, my 
heart had sunk to my boots as I 
realised I had dropped a huge 
clanger. You see Ooraemon is a fat 
mechanical cot who has his own 
children's anfimo cartoon in Japan. 
The entire game has loads of 
Japanese text including ail the 
options, so to say it Is a struggle 
to understand what the heck is 
going on or what you are supposed 
to do Is something of an 
understatement. 

Sometimes a 
game comes 
along that really 
beings home just 

how different we 

IMS 

are to the 

Japanese. 

Doraemon is such 
t game. It may as 
well have been 
programmed by 
aliens for all the 
sense it made to 
me. The only good 
tiling about it is 
tke fact that 1 will 
never have to play 
ft again. 


Dazza 


Tho game plays Hkc Super Mono f>4. 
A very, wry simplistic wrsKmpf Supor 
Mario 64, with one tenth of the 
graphical detail and animation, none 
of Mario's speed, very little freedom 
to adjust the camera angles and much 
smaller worlds to play within. As lor as 
I can determine from the intro, the 
idea of the game is to find three parts 
of three crystals in three different 
wodds or the crazy dragon gjt horn hell 
is going to be very unpleasant, or 


can collect and if you get lover 
n hundred of these belie you 
are given an ertra flfet Whort 
you roach the end of a lew 
sensation upon sensation, 
you face a boss who you must 
defeat to get a piece of a 
crystal. Sorry about the 
sarcasm but you must 
remember I was expecting 
something io rival SM64 here 
iild what I've ended up with is 
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something, vpu con choose from tour 
different characters to play as two 
boys, one girt or Doraemon the cat 
himself As to how this effects the 
gameplay I’rr afiasd is rather hard io 
say. but HI stick my neck out and say 
after a tittle experimenting it makes no 
difference at all. Within each level 
there are treasure chests to discover 
that contain power ups and weapons. 
There is also the obligatory quota of 
baddies that include the likes of 
hopping ad> no rabbits, bats and mice, 
etc. These can be killed in an 
incredibly original way, you can 
dispose of the enemies try jumping on 
their heads or shooting them with your 
weapons. The original touches just 
keep on coming because when you kiH 
a baddie a little bell appears that you 


the Japanese equivalent of Sesame 
Street 64 1 


Apart from the usual platform faro, 
there are cutsey characters who you 
can converse with during each level, 
who couW be telling you anything Irom 
the meaning oi life to how your mother 
hangs around bars looking for some 
paying customers! A seriously 
annoying thing throughout the game Is 
the fact that, whichever character you 
ploy as, he or she will make an 
annoying little squeak each time they 
lump, which Is thousands of times per 
level and becomes very irritating, very 
quickly. 
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garne, unless you are under 13, 
Japanese and love cute amme 
cartoons, don't even think about 

buying this game Petol 
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I guess it 1$ a bit unfair that an adult 
western games journalist Is reviewing 
a game that is obwousiy 
designed to be prayed 
exclusively by Japanese 
kids, who will obviously 
have the advantage o< 
being able to read the 
text i of which there is a 
tot} and therefore be 
able to make sense of 
the plot. There is more 
chance of Stevie Wonder 
getting a hole m one 
than this game getting a 
UK release, but even if 
you are desperate to buy 
a new import N64 




The animation is prrt?y hrmted ft*? 

cartoon characters, lock very base. 
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Mahjong 
Master 


...If you wAHt a bllsTERing fASt pAoeD 3d aCTTion -rape pF 

suooasT tHAt yOu doN't buY lVIcLh] 03T^ Bff3.Stt6T. H 
you're a bIRd waTCHei; TRAinspotTEr oR JUst desPerAtely sAD tHen I think 
Mahj ong Master mlGHt bE tHe gaM* for you, reAd on to find out. 




cable .sA*t 


God, I'm so 
pleased I didn’t 
have to review 
this game! In 
the unlikely 
ewent that you 
eftjoy playing 


Mahjong, then 
y&u should 
oensider buying 
this game. If not 
completely 
ignore it Simple 
W that. 



T h* 
thi 
ins 


r* *r* some things in lif© 
that just don’t add up. For 
instance, who was the guy on 


the grassy knoll when president 
Kennedy was shot or how did the 
Egyptians manage to build huge 
pyramids over 2000 years ago, or 
why the hell has somebody deckled 
to release the ancient Chinese board 


game. Mahjong, on the N&4? 


M,Hyong •» obwotisly popular In the 
East so you can see the (tanking behind 
the release of Mahjong Master, hut to 
actually code a board game onto an 
N64 cartridge is sacniige w our books. 
So here we have rt then, Mahjong 
Master for the **64, the future of video 
gaming, today. 

1o tell the truth, i knew nothing about 
Mahjopg, so as you can guess, when i 
switched it on, 1 didn't have a clue what 
to do or how to ploy It. After a little 
research though, I discovered ,1 few 
things It’s basicafiy an Eastern version 
of the *naedihly bonng card game, 
Bridge. The pisyer starts with 34 tiles 
which are arranged In a square 
formation at the start of the game. The 
idea is to score points by finding runs 
and pairs of the efferent ties. The tiles 
all haw symbols on them with names 
such as *The Dragons', The Four 
Winds' and Bamboo'. The player has 
to score Fans" to get out of the game. 
Certain levels of ’Fans' are worth 
different points with the higher the 
level, the h®**ef the points. WCt, That’s 
about a® far as I can gp on the rules in 
this rewew but l can’t imagine it will 
really bother anyone. 



Playing Mahjong Master 
isn't exactly the most 
exciting past time l can 
think of but I suppose 
It s not meant to be an 
exciting game It s a 
game for people who 
Mu? to fie* iheu txans a 
tittle and not for those 
who just kke to Hex their 
rcaclwns, The graphics 
are adequate for the 
game but ♦ deni 
suppose rt matters how 
the game looks as It’s going to sell to 
Mahjong fans anyway. 


► x&it r*K oaua’ luff 

change on a barrel of Stela and a 
Kebab just to give you a taste Of what 
you’ve been missing all this time you've 


Why we need a game of Mahjong on the 
M64, I don’t know i do know that 
Mahjong is huge in Japan and China, 
even in the video arcades where players 
get to eye pictures of WMhday suited 
girlies for winning. Now, if tins was 
included m the N64 version, I for one 
would be a Utile more positive about ill 
Mahjong Master does take a while lo 
get into as it s realy designed for 
people who are already fans of the 
game. As rt happens I'm not a fan of the 
game and I don't know anyone who is. 

We don’t know whether Mahjong 
Master is to be released in Britan and 
to tell the truth, we don’t care. Okay, it 
may be a pur fuct rendition of an andunl 
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want lo play mote than twice 


board game and it may very well have 
extremely complex artificial intelligence 
but where are the explosions, the laser 
fire and the FI cars? ff you're 
contemplating buying Mahjorg Master 
why net go out and buy the real board 
game ratead. You can then spend your 


ov&iall 



Mahjong. Master has b#wn a wy dtfr*:ulf 
ganw to *ev i** I X/HMr it wi! tie fwpu ar in 
lapxr tuf the F«r&p*wi nwid *an‘t pn* * 
sJigfit M off notice, ft roa* be a good board 
game but as an N64 gam rt only deeervm to 
be jpwn mo lowest score p* seen in 64 
ertreme, I'm afraid 
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album reviews 

Wvf hid sons aacrtkm mutic in tfw offlot Uui a oath, bm‘% ibo ben of it- 

TRIP TONITE * JDJ Compilation 

^j..cwrtni? ob f^im tlw «xw-iaGt ‘AfUri" Houra £* ndJcaae, tTDJ Hawn doom* ba^oii. wiUi yrt. tactiucr 
winner, 'Hu* Urn* the 4« is to take a pin of the JIM chib, TOPPOXnT Hanso with you and! u 
usual stV a quality affair. There am three CGe aJi its B41. the sum ks auaceo cy J«Gn bmi 

contains * bwt 3 f funky Lunea Ite second, mixed by Aridrow Gate* telaa Itupaifirolhy 
crcppLng octftlitQti bniJibQiii i+nw saving onto bouse and Lnanoe. Flntij IW ThDiiiav 
tatoaverforanesaritathart/pngmarahtt^ 
wpertity 


SQUAREPUSHER • Hard . 

Normal Daddy • Warp LP 

Damtining dram ‘rr tra* techno and wz this new 
album from 9qusropujh«r rraUy joea pish the 
teundanwofietorwiiC muwttTI* thing* that, ill not 
all eJoctroua u Bquaropwher alw ^ 

L> cm Lbe iJtum b (Uni? mrd Kaeh Wtui ammues { 

*gFl« )uu to tiwp JUturmic pwocsb. "Hctrd Normal DeAdly* w m ilinun 3bf breaJttMi. euad 
electmtuc head* erorywfttro. 

SOUNDTRACK • The Saint • Virgin 
Compilation 

WlIA U adenporW, UrtutaL ttuta, Tba chemical Brothers, Hoty. 
Iwrythmg But Tbe Qirt and tto superb DrU Fttak all making in 
appearance,, Mx wimduick to The Sant is I cuU«y U1 k&t line up 
AddtoUi.fi a brand new - 41 c* from Duran Duni arJ a CanLy S&er 
roam ct Dwtd Bcmra Little Vender and The Sami 
7rur.*p&tt2ag and l itrnrigly Ji^vat that you buy 1 




SOUNDTRACK * Basquiat • Island Compilation 

The soundtrack to the mw film 'Baaqt^'m a miied aflfo? bull 
appeal to iemmL pecpfei Tine jjic up us pretty dirorw with thaUtedT 
nittfttfl llwftfi VMl oJaor 1>vtn»n. 7»» lu^iSuOiVi for rw sot "Whto UneT ly 
the legendary Grandmaster Rash and ‘Rtse’ Lry Tbippeng CkJj tel with 
ffjch m ^rce-d flckccmci her^ iy/ip-yrind> ml) finiC ^apaeLhiii^ U smi LbeLr 
tota HerotoiMndrti 

NATACHA ATLAS • Halim • Beggars 
Banquet LP 

Hie sound tf the %uf, awto Vest in i hjioc of muncsl t^le* which 
Kateba AUis calls HaHn" Although the style tfift# tracks an ill on an 
Eastern up. the modem influences shine through a the farm of some 
mttat ^eets and mm Jhuachrt votee is perfectly iutoi to Oils 
styfe DAlui^t Halim' ajpwk if a little dlffimil listening ttpertsDOe 





LOCAL H • As Good as Dead 
• Island LP 

UyouT* into grong*or Amman tfyto met A* Oond As Deed* should 
Sit in your cotlecyon hnwwn XejTWiSioT uid Nirvana 'NLff 

s&id 


Also... 

at ViDLi Die' flrom TMcHy ta an effieUnnL (LeRibem ifrft icelrahoLc su#b which iliodd 
Uj chsciirf, it's sviuktuf on laleoil Jwixirdi. Wso ol iBimnd tt & tmdUe fhwi the Wenc ^eti which 
pop «d rock toienita^ in a nof^wiTOia (br onvj 

dwuto. Pnall)'. HiilTar mm beck with a 2nd vobaeof^'DM^mnphTntato^u^ which is 
Li£i]y roodacnided for Its fnr_J$ wto eieftronic tnp h ip sound pet, n i:p ar. HArtluxu* 


the video bit 

WHAT TO WATCH • Twelve Monkeys 

Tha math* fiLn to wsuih i$TWdvt Mootej-s wfcjdb sun Bruae Willut. Brut PiU&nd Uedeiine 
Stow and is diredect By imn# ether SJian GiIjajl Vq know it's not toidlj new but A 1 ! 

rocmiUjrbeninlMesdOQiiU thmu|(hio you can pick it uji tor 112.9^ or Jra& new The Tim is 
baaed around Brno* Wsl iis* chMTlor who Is bbdI back in Urns to the 190Gb bum a lime when 
the Earth haa been itnkOed hy a killer m The sunororshasw all Adds und«^rtwno and 
Bpjco id sebetod to ^ back and Hud inJinniUnri uo ths vtni^. 7tu$ is ttuifr said -f-an dnou 
LhDij/h ai the Udf Uurwl disarKiaULfet him. jwdJi.'i/ him airport znzy TTui film & a mil of ic: 

H humour md artwn ill bleatM perfectly to mm m of the hwtfUiss with onicf the iwt 

mtncite ?lc4s wVeow em tbu tm la concwiime b«l when everyth^ 
youllW^thalftweidlfyou htmXtmn Tnehiw l£<»ikieya jreL 1 strocigU U^Ljrtu 
tel ywrttlf ioopy wh.Est you wait for 1 2m inert MH ((axe to com?!which, could be iQflto Lxei 

MUSIC AND VIDEO GAMES • The Gap is Closing 

Ths Ant p.'nsraLcn of oc-mputor from nude do with a few bJps and hkeps to entort&m iw 
pl^n ears Nowidiya Lhou^t Ui« audu aspects of & video game in nearly is j&portarA as 
the Crapbca and jfcneplay with Rsjms steb is Wipioul eettiof the bench mark in gaoe aomc 
q Th»fl rrfyt ni'jsic '/vfaj m* link u QQajtf U’ ^ ^ caJied Hantwai. 

I FublSTied ty Otmlih. it timm music from Mx laBuenuaJ electronic libel lirp. The game 

I watiainpJflLcdySbut|quaknap«iitoBwundLrocktobeLMlw*JV^ 

[2 bfitoTTO wuTi 12:^ LiIohi of Autechre* airid 1-FD Dfnw it.asimAl Jfihtondc aropc^ toflufi 

ths a fca«t ad to follcw as the 1164 cartndgss cannot store CD quality tones soymiTenotlilaly 
to hear the or ChemicaJ Brathan blMiih| out of the next Super liirvj gama. Hunp 

o*y char^B with toe aiwal of lh« 64DD though as this should im up a lot of memory for m 
(Canto mime, sharing !fblende to jump onto the ooo: game music bandwagon, if a little Late 

R 


PAGE ME CHAPPY! 

Thsrowuatimo whflt aobitecccamunicatinn wipb ahauias cool as hrrwutank Uipiand 
narooc ttroguea Kowa^ thcugtt to be wtihwiaowdalewUl® le«rlfl|y^ 
forgetting to pul your treiaera 3 d Tfto^aiSlIJ a certain amoLiit of cheese surrounding motile 
phenes m kcm arotos which l»t« a mciw for the good ote pager Thaw rtgiiLt»lofl#ffdDjF»u 
bane to bi a hJStowhan or a doctor to hm one of thaes dJwwaNww4a?iflwnR^ 
hsppw to dub kids to ycuag gc ^aew are uim| thaw bandy little 
giad^eto to b»p them m tmk with frwwii andcoli«gue*,The!y i ro 
roULiwiyi^fiaf too, a wort pager wui eetycu tack around WO and 
a number pa^ir will ccet you abcut X4C There'S no aonihly ekxfy. 
ic§ the iMsags sender who pays the foLL Tfce wwd pagers alfcw 
you to weetw mwssjgeg white Uw number pages wtE eolyghteyw 
the pbccie Lumber of the person trying toocntaci you. Yhu ten non 
get Uto option for ttwa to mtiwte m jolt pocket whcnyouhivta 
msaa# iuw than an uiKying ".ook at a* bleep irpi law any 
kind of weal life then a pager j dbvtouily not an eauaLai ltm but it is nthir handy If jou'je 
not a social butterfly vfty not get ow anyway just w that poopici thint you sro. 

web site of the month 

T-SHIRT OUTLET * 

Tra not really into octtmemui iitos x Lh^ w* bui Uu 7-iiLt ilcm? realij ^ IfycuTe 

a to of Tebine ibero^ hundrerk for you tochonw from bare, all with bnLlaat des^oa You can 
clwowfrt*mjultoslogans to Schi»^l»^iUat a roliliw^cheapo Itoetrii 

well datiped with loto of graphic* and uiimstinn thitt make urn want to hero a look it 
eroryttitog on nHsr. tins ate really (to* teep you mterwtelwtatoatookywjrolfw^ 
jcij can Cnd that e-pw top for s \ mm*r at the teari 
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K on ami are one of the largest and most 
respected software companies in the world 
Every gamer has heard of them and yet 
somehow, despite their sUe and their continued 
mainstream success, they are still regarded in an 
almost cult like way by many gamesplayers. How 
have they achieved this? Maybe it is someth mg to do 
with the company's motto projecting an almost 
mystical aura about them: Think In a cosmic way\ 
let your feelings reign freely' and 'we are the source 
of smiles’. Then again, maybe It’s because they have 
consistently produced great games, whilst always 
keeping In touch with the changing requirements of 
gamers. Whichever way, I thought It would be nice to 
pay the Konami UK offices 
In Uxbridge a visit and 
find out. 


Upon arrival at Uxbndge train 
station. Russ and I were met 
by Konami's Marketing 
Manager ion Sloan in his 
brand new Volvo 40 {The 
same model that Va) Kilmer 
drives in The Sami. Jon 
informed me/. He drove us to 
Konami House, which is, 
strangely enough. Konami's 
UK headquarters. This stylish 
building i-nnks and (eels as 
though it belongs m a sixties 
Bonn mow as an HQ of 
some sacral spy 
organ sation! 


Konami House no! Only 
contains the Konamr videogames consumer division, bet 
is also home to their UK cow op division, winch is based 
On the ground door. The first floor also features a 
warehouse from where thou Mode machines oro shipped 
out to arcades around the country Their recently launched 


Cobra bomd is currently making very b g waves in the 
arcade sector, putting Konami in a position to rival Sega 
and Name© for supremacy in the arcades. Jon allowed us 
to v»ew some video footage of Konami'* forthcoming coirv 
op games m their swtsh conference suite. One game that 
parucularly shone was Racing Jam. The footage that we 
saw looked tike an extremely high quality rendered intro, 
that was almost Of pbotO-reuhStH: qu jlrty. the real kicker 
was that Ih $ was no mtro, but in fact actual in-game 
graphics! All this is good news for N64 owners since it 
should be a naturae stale of affairs for Konami's most 
successful arcade games to be converted onto the N64, 
which is frankly the only system that will be able to handle 
such graphically demanding games 

Konami was formed as far back as 1 ™hy their President 
Mr Kagemasa Ko/uki when they started manufacturing 
amusement arcade equipment in Osaka. Today they have 
offices all over the world including Chicago. New York. 
Frankfurt, Tokyo, Amsterdam, Paris and London. They 
employ well over 1000 people worldwide. The three mam 
business fields that Konami specialise In are the 
development and manufacture ol consumer video games, 
the manufacturing ol Liquid Crystal Displays for gaming 
machines and the development and manufacture of high- 
end comop arcade machines. In Europe, the coin op side 
ol Konami accounts lor well over 60% ol their bus ness, 
although worldwide it is the home video game business 
that makes up the greater part 

Konami nave a rich heritage in publishing quality games 
in the past cn Nintendo rorroats, suchi ag Casticvama. the 

Legend ot the Mystical Ninja, International Superstar 
Soccer, Rocket Krtfgfx Adventures and the feenqgi Mutant 
Hero Turtles series Konami is the type uf software 
company that the Nim»mdo 64 needs right now, to provide 
it with the right kirnJ of software it requites if It is to 
flourish, From the promising look of Konam »initial lino 
up of gomes planned or the N64, they win bu the source 
of plenty of smiles for N&4 gamers and toughing all the 
way to the hank 1 








KONAMI’S N64 LINE UP 


INTERNATIONAL 
SUPERSTAR SOCCER S4 

We renewed tins incredible soccer 
game last issue as J-League Perfect 
Striker. It was awarded 88& and 
would nave received a higher score, 
but foe the bat rung Japenese options 
and the fact that you could only select 
teams from the rather dod|gy J league. 

Weil, ail that has now changed and we 
will review IS$ 64 m its own nght next 
issue. Frankly, I was only expecting 
Konami to put International strips on 
the players, give some of them blonde 
hair and leave it at that. How wrong 
can you Del One thmg I can reveal now 
is that ISS 64 has been PAL optimised 
and consequently plays faster end looks noticably better than Keague You 
will have id check out 64 extreme issue 4 tor the full run down, but one thing 
Tm already sure of, is Uwit the improvemen ts over ileague make »$S 64 a cert 
for an X Factor award! 


DRACULA 30 
(CASTLEUANIA 64) 

Castlevama or Dracula 3D as it will 
be called in Japan) is Konami's 
longest r um rtg series and due to its 
immense popularity, it was only a 
matter of time be'ore a version was 
schedu «d lor the N64. Ten different 
versions have appeared on many 
diverse consoles, including three on 
the NCS and on# on the 5NE5 Many 
gamers class Castlevama pa the 
most innovative and evening 70 platformer ever? 

Konami’s newest instalment has one majO' change. Simon BHmont wiH return 
to rind Dracuia's castle has now changed into a 3D environment. He will now 
have the sort of freedom of movement that Mario enjoyed n Super Mano 64. 
The game is planned to contain three different characters, and if this is 
maintained it will be very similar to CastJevanla 111 on the now redundant NES. 
As well as Simon Beimoni you 'll be able to select a young girt who possesses 
mystical capabilities, and a buccaneer who utilises a pistol. It is also strongly 
conceivable that you will be able to favour a certain character tor certain tasks. 
jlHJwMig you to switch Uwrutters throughout the game, 
in earlier adventures, Simon Be moot was capable of obtaining four articles 
from whipping candles. Ho could make his whip longer and stronger from 
receiving a whip extension (sexyh, obtain special weapons, hearts that 
•mpterrented the special weapons, and bags of money In his new ID world, 
he’ll be able to perform moves and acrobatics that could not be achieved In a 
2D wv ronroem. He’ll be able to use his whip to swing across collapsing boors 
true tndiafe Jdoes style, undertake wati jumps, flrps and fighting holds. 

Ai* the characters, backgrounds and enemies are fully polygonal anc textured 
mapped with aspects of the gameptay. such as puzzle solving and adventuring 
mimicking many of the features of Zelda arid Super Mano. 
aii of the CastievvHTia senes have been briMantty produced, and Konami 
definitely ridve the obkity to ’nuke Dr acuta 30 the finest of them an. 


GANBARE GOEMAN 5 

This FS the fifth instalment to an 
applauded senes of action role 
playing games two being 
released under the guise 0* 

Mystical Ninja. 

Goemon is classed as a 
peerless game conception, 
although it can be said that It 
has many similarities style and 
play to Zelda. You have to 
secure morey and weapon 
powef to proceed 
The game ?s based in ancient 
Japan. whe*e you can commane 
the activity of one or two Ninja warriors - Goemon and Ebisumaru who’s destiny 
evolves around a senes of circumstances. Again, like Zelda, you must find 
bonuses or your travels to continue through the game and ingress nto new 
levels and onio fight immense bosses. 

There is a map region called Passage, that permits you to walk unhindered 
around thu Ganbare world. Also, there Is a Town section. Here your Ninja can 
earn cash by attackng criminals a kind of bounty hunter. If you accidentally 
smash an innocent bystander, you'll bo automatically fired 1 
The levels are made up of sinuous mazes and intelligent bosses finding these 
in the buildings and in tho underground system is your mam aim. Each boss 
has an unsurpassed defence mechanism that has a single weak point, finding 
It is the hard part - pure weapon capability will not be enough. 

The camera movements and views interchange between levels, and a player 
can fashion the viewpoint in real lime to adapt the game to suit their preferred 
style of play, making the navigational stage visually interesting. 

Among the characters that appear in the game are Goerr ao, Ebi. Sascake, Yae 
these are all polygon. jL as Is everything else (even the smallest bonus iiem). 
And with a 3D world on the scale of Super Mano t>4, players will find that the 
character they control fun freedom ut their fingertips. Although, like good oT 
Gauntlet, chat actors con only go so fiir away from each other before the CPU 
pulls them back 

Hidden games are also planned for the package! The 'word on the shoot", 
suggests the levels wifi be on1 he same scale as the hilly operative level Grodfejs 
found in legend 0* The Mystical Ninja, Sadry. Goeman 5 looks unlikely lor a 

release on these shores, 
wo can onty hope that the 
powers lhat be at Konami 
will change their minds, 

MAHJONG 

5Ha 

for a full review of this 
strictly Japanese territory 
only game rend p.igc 29. 

BATTUE DANCERS 

There are only a fow details to relay about this onoorvont* 3D fighting game. Ii 
will make full use of a 3D plane for the combat tc take place m Thai is to say 
you will be able to move towards the front and the back of the screen, much 
like Toshmden. As soon as we have some more info and shots we will 
prmt them. 
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MARKETING AND 



NAGER OF KONAMI 



3 founders, one ol whom Is Mf Ko/uki. thirtto where the K 
and ihe 0 cone from, as tor Ihe otter two. I can’t 
remember the<r names, and l don't think anyone in the 
company could. they're no! with us anymore. 

PETR So, they're not part of the set up anymore. 

JOE: Ho. they mysteriously disappeared 10 years ago 

after a fire! 

PETS: Are you a fern# yoursetr? 

JOE: Oh God yesl I wouldn’t have gpt the- job be'® if I 
wasn't. I've been paying games smee mv early teens m 
the arcades, and I've owned virtually ever* deoent home 
system from the original Atari consoles through 
commodore VIC 20. Atari S20. then the Amiga. So yes, 
I've gone through a lot of systems in my lime' 5 

PETO: Which console or computer would you say you were 
most lend of out of till of them? 




t# 


PlTi. How long have you been <*t Konam and what did 

you do before? 

JON: I’ve been at Konami for three ami a half years I am 
a law Graduate and worked in legal book publisttng and 
legal magazines and then worked at EMA^ Images, firstly 
as tne production editor and then as deputy editor on CU 

Amiga. 

PETE Wnat is your position at Konami and main 
responsibilities? 

JOE: I am the marketing manager, winch means I am 
responsible tor all promotion work, including PR, 
odvof b&ing, point of sale and trade Any tend of promotkin 
that you set from Konami. from, the consumer division 
anyway, comes through me. 

FETI the actual name Konami, where does t come 
from? 

JOE: Korwrw fs an amalgamation of the surnames of fhe 
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JON: Well, it varies from lime lo lime 
depending on what product is w. if we 
have a big game, like we do at the 
moment with ISS 64. we tend to play that 
a lot. and at the moment I a so play 
games on the PC quite a lot. 

PIT*: What Is your favourite non* 
Konami game and Konami game of all 
time? 

JON: Possibly Command and Conquer, 
and Red Alert. Konami, probably the one 
rw» played the most has been Superstar 
Soccer, In venous formats, from the 
original SNES version and now 
PlayStation and N64 versions. 

PIT*: What games are you particularly 

looking forward lo seeing on the N64, 
over the next year? 



JON: I’d quite like to see more Doom 
style games because ! like them a lot I thmk Turok is very 
good, rve been playing that and have needy linished it 
now. I’m looking forward to Zeida 64 and our own 
Casttevenia game. In terms of specific games, I also like 
a good 3D figh&ng game. 


PITI What's the working title for that? 
JON: Battle Dancers. 

Firm Will it get a l)K release do you think? 



PKTJfc I think the N64 re gagging for a decent 3D fighter, 
l*m surortsed That there isn’t anything out there yet. 

JON: Wen, we've got one coming up late 1 * in the year that 
is going to be a 30 fighter, this isn't a plug for by the 
way* it just happens that we are gomg to do a 30 fighter, 
and m it you’ll be able to utilise the arena that you are in, 
because it is one of those fighting games where you can 
move in and out of the screen. 


JON: Probably, I don't know a lot about it right now, but 
it s looking that way. I certainly hope so 

PITI: So, what ts the status ol Castievama JD at the 
moment and how far into development «i rt? 

JON: »Cs pretty early. I don't think it will be released in 
Japan until Christmas, so we're Poking at 98 for Europe, 

prat it will definitely get a European retake men? 

JON: l wouW think so yes. the reason why we rlont always 
release games in Europe, or we have something in japan 
that doesn’t get released here, would be because either 
the game is much too Japanese, the scenario, setting, the 
whole design of the game is Japanese, or the cost of 
conversion would be much too high for the sales that we 
would expect to achieve. 

Pim: l understand that Goeman 5 is pretty unlikely for a 

European retease 

JON: It's looking that way, because the cartndge 5*z« Is 

very, very big, It's Just under 100 megs which would « 
potentially make it quite expensive, unloss Nintendo ■ 

were spared to reduce their cartridge price to us, it n J 

going to ma*e H difficult to publish it over here, we would 
gel sains from it definitely, out not enough 1 don’t think 
to Justify the conversion. For a game lo be adopted by 
the mess market you need e good once pomt as well as 
a good £ame. 

- 
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Who would you say Is your favourite industry person and 
why? 



PIT*: I suppose it’s no good if you are just going to sen 
to the hard core elite gamers. 


JON; We need doth, good quality games and good pnces. 
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PBT1: We've ail got to make money out of this business 
one way ot another* 

JOB: There are rumours that there wil t>e a hardware 
twee drop soon, maybe next month, and that will help 
because I guess they would also reduce software prices 
at the same lime. You have got to have some kind of 
differential between the two. if Urey drop the hardware 
down to £200. maybe down to £150. £170. then the 
hardware to software cost ratio t$ looking quite tight. There 
& not a great differential between the two. 


JON: Ooh that’s a hard one. It changes from day to day! 
I'm quite happy with Rob Pegley, on the official PlayStation 
magazine, and Simon Clays from Nintendo Magazine, 
because of the front covers they gave to ISS. I think the 
Nintendo mag cover was one of tne best football game 
covers I've seen from a vKteogames mag. 

FWHt Even I'd have to admit it was sinking, 

JON: Yes. it worked very well Mind you. the Roy of the 
» Rovers idea for the PlayStation mag worked well, and the 
way they dui tne speech bubbles, there is no other video 
game really mentioned on the front cover, apart from ISS 
Pro which K unusual. 

PWTJE Yeah. You'm certainly getting your fair share of tne 
lirneitgm wth tSS at the moment 

JOH: Yes. I think another of my favourite industry people 
at the moment is Mr Kmoshtta, he's the head of KC£0, 
Jtonami Computer Entertainment Osaka, where all our 
Nintendo 64 games are developed, and they are producing 
a lot of good stuff at live moment, international Superstar 
Soccer 64 was rkveteped Were, also Casttevama 30. 
Bathe Dancers and another title tutor on this yea , pod 
maybe another two which will get released e ver here which 
have a lot of potential. 

PITS: is * now essential to grow a smei ^oaty beard to 
be accepted in garoo industry PR social arc e$? 

JOH: Actually« have only had the beard for thro# weeks. 
It's called a Jazz Twat beard, according to Loaded 
Magazine, according to me though it is a cool thing mat 
puffs the women. By the way. I ought to warn you that I'm 
a third dan in Tai kwuondo. in case you were thinking of 
printing something funny about itf 
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PITO: t think • tot of gamers are 
waiting for the N$d price drop to come 
because they have seen what has 
happened with Sega and Sony, and 
don't want to get burnt again. 


JOH: I think our consumers, ever- the 
ones that aren't ardent games fans are 
much more aware than we sometimes 
credit them to be. and they are oretiy 
up on the fact that there are borne 


negotiations going on about tho pn ;ep. 


PIT*; H's got to happen 


JOH: Let s hope so. 


Pm I think it will benefit ever, body 
m the N64 market so let's hope* it will 
be sooner, rather than tater. 




































PKTK: H<ive you 
over hod 'o do PR for 
a game that yog 
thought was a real 
Stinker, but you haw 
had to pretend *s 
good? 

JOH: (laughs) No, I 
don't think Konami 
produce real 
stinkers, our worst 
game is an average 
game by other 
company's 
standards and our 
best are etucoiient, 
So nol If It's an 
average game I'm 
honest end go In 
there and tell them, There is no point lying to journalists! 

FRI; Having been one yourself, you know that you can 
see It coming a rnrto away I supaose. 

JOH: It's silly realty, it doesn't achieve anything, you 
just go m theft and be honest and try to work your wyy 

around it. 

Pint How big a part of Konami is your corn op division 
in Europe and worldwide now? 

JOH: If you chock the figures in our financial report, you'H 
see that the cola op division m Europe Is performing vary 
we!!, and we've got some good games out and some ever, 
better ones on t he way. which shows that we re finally back 
to the stage whole we die challenging, if not beating. Sega 



JOH; Pamela Anderson and Ucmi Moore have no chance 
realty, Uk> ugh they may be nice eye candy. I think Pam's a 
bit of a bimbo, and Derm, though she may be very, very 
intelligent and gorgeous, you would have no chance of 
steeping with hert 

PETR: Yeah. Bruce Willis would have something to say 
about that! 

JOH: Yes. exactly, he might come round and shoot youf 
So I think it would have to be Jack Nicholson, because at 
least you can go out. get pissed, have a laugh and pick up 
lots of women with him. By all accounts, he's an incredible 
babe magnet, so I would settle for lack Ntcho*son's cast offs) 

PiTl: Wm j couldn't go wrong really. 

JOH: Oh yes. skapoy seconds? 

PITS: OK, finally ion, since you guys nave released the 
best Soccer gome on the planet in the form of ISS 64, 
perhaps you could tell me who is going to win the 
Premiership? 

JOH: Probably a better question would be who do I fancy 
for the FA cup, 

PITS; Oh, yes, i was forgetting, you're a MaJdlesborough 

Ian, aren't you? 

JOH: Most definitely, especially after last night's result. 
(Middiesboro had just beaten Chesterfield 3 * 0 and 
reached the FA Cup final, Ed.) the tact that Zola might not 
be playing for Chelsea will help us greatly, so I reckon 
we've got Boro for me FA cup tm$ year, and Man U for the 
Premiership, 


ond Namto, 

P1T1: The game footage you showed us on video of 
Pacing jam. looked absolutely 
sensational, I haven’t seen anything 
up to that standard even c'ose to that 

In the arcades. 

JOH: Wetl. there you go now you see. 
we re uo to a position w.th the cobra 
board dud with the other software 

titles on M2 coming out, that we die 
beating our competitors in that area. 

In Europe wo die doing very well in 
corn op. maybe bettor than the 
consumer, globally the consumer 
business is by far the larger 
proportion. 

FKT1: Here's one of my pet 
questions that 1 like to ask. Y you 
could nave one person to hefp you out 
ir Pfl, out of Paul Gascoigne, iack 
Nicholson, Pam Anderson or Ovrru Moore, who would it be? 


PKTB: Wen I hope you're wrong aoout Man (j. but i wish 
you Suck In the (Inal Jon Up the Boro’ 

». Wk . 35© Irc S* 
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That's right, you don’t have to go to the Battle of Lrttto Big Horn 
to fight over a copy ©< 64 extreme Order direct from us (but 
shhht Don’t tell the Rod Indians or you might end up like Ousted. 
Subscribe to twelve issues at the special pdce of £35.40 (making 
a £1 saving per issue!) and have your copy delivered to your door 
by ‘stage coach*. Do not delay, order today! 

PAYMENT BY CHEQUE/POSTAL ORDER TO 
QUAY MAGAZINE PUBLISHING, 

QUAY HOUSE, THE QUAY, POOLE, DORSET BH151HA 
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TUROK 
DINOSAUR 
HUNTER # 


JL gui< 



TH E RUINS 

Level four ” 


Drop down off the bnd$e into the water then 
swim through the narrow passage to the pool 
Swim down to Ihe tunnel in the tar corner of 
tne pcod ana continue to the teleporter. 


Carefully make your way along the gorge using 
the ledges and wooden posts The ledge at Ihe 
top of the vines contains some health and life 
Force points, shotgun ammo, an energy cell 

and a backpack 


concluding part to 
'the fully illustrated 
guide of Turok 
Dinosaur Hunter, will make 
searching the last five lost 
lands for the remaining level 
keys, Chronoscepter pieces 
and the Campaigner himself 
seem like a walk in the park. 
Jurassic Park to be precise. 


Map one 


Portal to the 

Hub Ruins 


Teleporter 3 
to Map 3 



Save point 


Teleport ef 6 
to Map 1 


Use a rowing jump 
from the log to reach 
(tW opposite Jedgt' 
then carefully Jump the 
next gap to roach the 
teleporter. It'll take 

you to the ledge near the start area where the 
first key tor level eight is located. 

H As soon as you walk 

across rh.s stone floor, 
all the statue creatures 
win come to life and 
attack, make sure 
you’ve got enough 
health and ammo to see you through the ordeal. 

Stand on Ihe floor switch to remove the force 
field covering the telepor ter 

Use the tavfe to kill all the beetle* that'll 
attack you as soon as you arrive then move 
into the next chamber. KJI both the flame 
throwing H«h Pnests to lower the pillars then 
collect the first key for level six before using 

mnxrmr— 



> From 
Teleporter 7 


to MipS 


Teleporter 7 
to Map 1 




Kill the 
High 
Pnest 
stood 
or the 
stone 

pillar then use the torch piNars to 
Jump up onto the wooden pillar, 
this will lower the wooden piBiirs 
mat arc btockwig the area to the 

west. 


Destroy this Win to 
lower the pile’s behind, 

Wocking the teleporter. 
Collect the box of 
burets, you’ll probably 


step onto the teleporter 

















































Map two 


From 

Teleporter t 

From 
Teleporter 



■ ♦ 


'if* * 



Map five 
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Tf*k*porter 2 

to Map 1 


Drop down onto the 
lownr ground itien 
rfork your wav 
through the rr to to 
I the Gave Destroy 
the two Sergeants 
guarding the cave then enter and follow the 
passage to the check point 

There's another PMr- 
lin here that yoyK 
need to destroy :o 
tower the pliars 
UorVt stand loo close 
to the eefee wNe 
avoiding his att.icks, you’tt not survive the fan 



“ m 

. I ;. “« 


Second key for 
levels 



- -V- 


Once you've Killed the Sergeants, watch the 
pendulums carefully before rurwyng across to 
claim the second Key lor level she. Once you 
hove the key, return to the maze then climb 
the vines back up to the teleporter. 

Use tie vines between these two trees to 
reach the ledge containing the rifle and LTe 
Force points then use a s deways jumo to 
reach the second ledge, the box of grenades 
and some health points. 

You’ll need to stand on these floor switches to 
raise the pillars before using the teleporters 
to reach the goods located above them 


Once the High Priest has been killed and the 
pillars lowered, enter the area beyond and 
stop onto the teleporter to the oast, as 
indicated. Using any of the other teleporters 
will warp you directly into the lava pool. 

Collect the ammo and the two lines of health 
points from below the water then climo out 
and drop down into the room of pillars. 


Walk through this false wall and into the 
secret area, collect the grenade launcher then 
use the torch statues to dwnb up and grab the 
Ultra Health 


Use the ramp to climb up to the top of the 
room then jump across to the platform. As 
soon as you step onto the centre platform to 
rise up, collect the fourth Chrmoscepter 
piece, the four reapers will come to life and 
attack. 


Map three 



jump 

across the 
pillars as 
shown to 
reach the 
teleporter 
on the other side of the room, ft*II 
take you to the lava pool where the 
end of level portal is situated. 



• 481 
v“ 


Carefully 
use the 
pillars to 
jump 
across to 
the portal 
In the centre of the lava poof, It'll 
warp you back to the Hub Ruins. 
Should you fafl into tiro lava, use the 
vinos to climb out- 


Map five 


Stand on this floor switch flist j 
then run around the room in m 
anti clockwise direction, 
stepping on the remaining 
three switches, now use f .he 
pillars quickly to jump up the 
next passage before they sink back into the floor, 

Swim up to the 
top of the water 
column then 
jump out of me 
water and onto 
Lnc ledge, use 

the map to help you find the ledge, If 
necessary. 


Fourth 

Chronoeceptor 

piece 

Teleporter 9 
to Map 5 


Teleporter 4 
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Map two 


From Teleporter 


At the bottom oi the si airs, stand on either 
of tho floor swllcbes to open one of the 
doors leading to the r»it c hamber Inside 
the chamber you'll need to kill the High 
Priest to open the next door mat leads to 
the upper chamber. 


Standing on either of these two floor 
switches will make me nearby pillar slide 
up and down, making it easy for you to 
reach the ledge should you be unfor lunafte 
enough to fall off one of the planks. 


Ybu must kill the Nigh Priest mi this 
chambr to remove the wooden bars 
concealing the second key for level eight. 
Once the key has been G*posed, carefully 
jump across the gap and collect it 


Carefully run past the fourth cog and into 
the secret loom opposite it. inside, there's 
an Ultra Health waiting *or the iBkng, 


2 

map 3 


Step onto ihte floor switch to roll the large 
log to orve side, then enter the passage 
and coni nue past the statue to the 
drainage hole on the right hand side wail. 


Sflueeje Into the drainage hote and follow 
the tunnel north down to the fifth 
Chronoscepier piece. Destroy the High 
Pnest ther grab the piece before returning 
back along the tunnel. 


% 









































































































Map three 



Check 


From 

Teleporter 2 


Save 



Climb up the stairs to the ledge then walk 
around to the small room lrs>do, dimb the 
wall then use the save point if required. 
Now follow the line of health pants down 
onto the teleporter on the top of the puiar, 



Step onto the small floor switch to raise 
the two tallest pillars then step onto the 
large switch to open the door. Step onto 
the next floor switch then follow the 
passage east and tread on the next two 
floor switches, now follow the passage to 
the south. 

Use this floor switch to open the door at 
the top of the stairs, climb to the top then 
step onto the small swtch in the east 
passage to raise the two smallest pillars. 


Use this floor switch to open the hole in 
the wall then follow the passage to the 
grenade launcher and the box of grenades, 
you'll r ieed them for the Mantis. 



Once the Pur-fm has smashed his way 
through this wau. kill him then follow the 
passage down to the toxic pool. Jump 
across the pool and through the false wall 
then continue along the passage to the 
Ultra Health. 



Step on this floor switch to open the door 
at the top of the stairs, then climb up and 
use the next switch to expose the last 
small switch that’ll raise the last two 
pillars. 



Carefully jump across the pillars then 
continue along the passage to the next 
floor switch * use It to open the doors on 
the east waif. 



Once inside this chamber, destroy the High 
Priest then save your game if required 
before steppirg onto the teleporter. 


Map four 



Use the check point to saw* your position, 
just in case anything nasty should happen. 

Ifwn jump Into the water and swim over to 
the dimbatole wall and climb to the top of the 
tower. Collect the third key tot level six then 
jump down onto the switch that's on the top 
of the pillar, this'll open the water gjute 

Swim through the water gate then head 
through the drainage hole to the pool at the 
end of the tunnel. Swim down to the 
bottom of the pool then return back along 
the underwater passage to the save point 
and portal. 

As you approach the third key for level 
eight, the Mantis will come to life and begin 
its attack. To defeat the Mantis, you'll need 
to keep on the move ail the time to avoid 
his acid attacks wh ile blasting him with 
your heaviest weapons” ^ 
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THE TREETQJ? VILLAGE 

el SIX -* 


LeveT 


in tore secret anea here ir>ot shown on your 
mapl you'll find sow Life Force points 
end a very useful alien weapon waning to 
be collected, 


Using ttiew? pillar* that me 
protected by largo wooden 
stakes, carefully make your way 
over and onto the teleporter 


Clear toe area below then carefully 
lump across the gap onto the 
lower ground. Destroy the PllMin to 
lower the wooden pillars then )ump 
into the water and swim over 

-vszmm&imm, - 


From 

Teleporter 2 




From 
Teleporter I 


2 

to M ap 2 


Check 


Start 


■ Once through the check point, grab the 
grenade launcher then clear toe Island 
below of all enemies. Jump down onto toe 
island then use toe piNars to jump across 
to toe opposite ledge. 


From tore ledge, drop down onto toe togs 
below then jump arms* the gorge to the 
next Ml of logs Continue through the 
gorge using the logs and ledges provided, 


Swim below toe surface of the water and 
through the roots oi toe tree to reach the 
treelup lift inside toe tree trunk. At the top 
of toe tab, step off onto the walkway before 
if begins Its descent. 


you'll reed to kill the High Priest when he 
appears and lower (he wooden pillars to 
the south before you can venture any 
further 


There are traps along both these sections 
Of toe witfkwfrf thalT swing down and 
smash Into ycu, run past them to GtWcJ 
serious injury. 


Search alt thes* nuts for useful ammo and 
herrito points toe" continue atong the 
walkway to the check point. As you 
Appro. Kto toe check peunt, arm yourself 
ready for the two Warn*** who will drop 
i from the trees 


Map two 


Map one 
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1 gg 


Jump across 
onto rm first 
pillar and 
want for it to 
rise Up men 
Jump acioss 
to the next 
one. Continue across the pillars then up 
onto the tedtfo. 


U&i ng the feezes, diop down to 
me bottom of tns how. collect 
ilie boxes of gitnades, shotgun 
shells and the backpack ,is you 
go. Use thegrenades to destroy 
the Put Kn who s waiting at the 
bottom 


Sixth 

Chronosceptor 


Destroy the two High Priest* on this platform to 
lower the wooden pillars then continue across 
the walkway and collect the second key for level 
seven. 


From Teleporter S 


for 


From Teleporter 3 




Portal to 

Hub Ruins 


Before using, the portal to return to the Hub 
Rums, drop down onto Uhis ledge then use a 
s-deways jump onto the next lodge and the sixth 
Chrcmscepter pteon. Once yw haw the 
Chronosceptcf piece, jump back to tho vines 
"then climb up to the poTtal ^ 


First key for 
Level 7 


From Teleporter 4 


Collect the first key Tor level seven men 
return to the check pcnrit and follow the 
walkway west. When you reach me end of 
the kno, carefully jump across onto the 
platform. 


3 
3 

From Teleporter 
3 

4 


Once past the save 
pomt, destroy tho Pur lin 
to lower the wooden 
pillars then walk onto 
the bridge. From the 
bridge, jump onto the 
small ledge on the left 
then across to the cave, Follow the cave, walk 
around to the walkway and onto the 
wooden platforms, then jump across 
to the lower isolated platform ono 
claim the second key for 
level seven. 


for Level 7 


Cluck 

Point 


From 


Kill the Hugh Priest Inside 
this hut and use the save 
point, it required, men step 
onto the teleporlei to reach 
your next destination. 


Once you p ve 
cleared the area 
of enemies and 
searched the 
huts lor ammo 
and hearth 
Points, step on 
this floor switch to lower Ihe wooden pillars 
that are blocking the walkway to the north 
Once the pillars have lowered, you’ll have 
two Purlins and a Daddy Pur lin to deal with. 


Map three 


Map four 


Map five 


9 

C 

c 
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THE LC 



WEap one 


Start 


Teleport or 3 

to Map 3 

Chech 


S 

■ 


Map two 



Teleporter 2 Teleporter 1 

to Map I 

Collect ihe Life Force points from 1 he top of 
toe pillars then use these woes to climb up 
and clam the alien weapon from IN? ledge, 
there are aiso Demons at the top mot yotiMI 
need to take care of. 


2 1 1 

Stay close against the lett wall as you walk 
around this comer to avoid the trap on the 
opposite wall, otherwise It’ll cause you 
serious injury. 







Kill an the mien enemies In this area to raise 
the pillars In the centre then use the pillar* 
to jump up to the importer at the top 


You'll Arid two be«es of grenades and a 
useful bjckpacs In this area here, but you'll 
have to kill the Killer Plant fust 


Map three 



Fourth key 
for level 8 


Teleporter 3 


Save Point 


Teleporter 4 
to Map 4 


Chech 

Point 



Jump down to this lower teefee and step on the 
foor switch to lower the ptflar on the upper level 

then use the vines to c*mO back up. otherwise 
you’ll have to use the floating platforms and 
jump across to the next Uieporter. 


H Tread carefully along thrs ledge here as 
boulders wiki fall down irom above. Walk 
slorwiy uiUii ju the boulders have fallen then 
continue around the corner to the Hgh Pries t. 


n 

a 




















































Map four 


Using the moving pillars, jump up 
lo the ledge at the top then kill the 
High Priest to raise the next two 
pillars. 



Map five 




From Teleporter 
6 


Teleporter 5 
to Map 5 


From Teleporter 
4 


Teleporter 7 
to Map 6 



From Teleporter 
5 


Destroy the H<gh Priest to raise the 
next ptiiar then pump across to she floor 
switch, It’li raise She next set ol piLars 
teaching to the fourth key for level eight, 
the save poms and She teleporter. 


Teleporter G 
to Map 4 


Ytxi must kiM ail She Subterranean 
creatures In this area to lower the 
steps to the north that'll allow you 
access lo the next teleporter. 


Ybu must destroy the 
High Pnest here to lower 
the floating platforms 
that'll allow you access 
to She teleporter. 

Follow the Ime of Life Force points 
down to tin? cave entrance below, 
Destroy the Killer Plant then enter 
the caw and head through the 
check point and onto the walkway. 


Jump into this Java pool and 
swim down to the tunnel and into 
She next lava poo*. Swim so She 
lop of the second lava pool then 
enter the next tunnel, it'll take 
you So She ledge containing the 
seventh f hrqnosceph r p*?ce. 






Step onto this floor switch then quickly run 
around to the left and into the shaft on the 
north wail before the block rises up. Follow 
she shaft to the walkway where you'll find 
she test key for level eight. 



If you want to collect ail the weapons from 
above these pillars, you'll have to use the 
teleporter to reach the other side then 
jump back across the pillars. 


From this 
tedge here 
you II need 
lo |ump 
down to She 
switch 

below. At the bottom, destroy the 
Cyborgs then step onto She switch 
to expose the end of level portal 
that'll take you back to the Hub 




Destroy these two Demons blocking your 
path so create the bridge behind them. 
Once across the other side, step onto the 
floor switch to lower the block to the oast, 
from this block you'll he ahte to jump 
across to the opposite ledge and arab the 
Lite Force and health points. 


Ruins. 


Map seven 
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IChech 


4 




2 


Enter this chamber and destroy the two 

Purlins m the centre then jump across the 
lava to the floor switch. Step onto the 

€ 

5 1" 


X 

switch to open the door leading to the east 
passage then quickly jump back aeoss and 
enter into the passage before the dour 


4 +* 

\ N 


As you jump across to thK centre platform 
you'll be greeted by two PuMins. you'll 
need to destroy both of them to lower the 
platform Vmt allow you to Jump to the 
neit ledge. 


Map three 


jump across the pit and enter lhe teleporter to 
reach the top of the water chambers. Swim 
down to the bottom of each chamber and 
collect the weapons on otter, there* s a 
mimgun. a Quad rocket launcher, a particle 
accelerator and an alien weapon. Return to the 
teleporter then drop down into the pit. 

Tread carefully along this 
corridor, the trap In the floor win 
drop >txi dowr into a pwl of 
scorching lava. 


Map four 


Save 


£ Cs 


Stand on the floor switch between trie four 
pillars in the centre of the room to lower 
the ledges on either side of the room, now 
use the ledges to reach the health points. 


6 

! >. 


4 +* 

\ N 


There are another two traps here with lava 
pools at the bottom. If you fall In yotHI not 

get out ofrve. 


Map two 


THE 


FIN AL Q jMj ipWMsn ATION 


Map one 


























































































Map five 


Teleporter 5 
to Map 6 


Check Point 



Check Point 
^ From Teleporter 4 







Using sideways jumps, lump or,to this pillar then 
rump east through the false wall. Co Sect the Life 
Forth rifxi hearth pohts then use the lift to reach 
the lower level, I 


From this chamber, follow the passage north to the 
ledge. WaW< around to the left of the ledge ther 
,ump down following the line of Life Force pohts to 
the lower platform sod the teleporter. 


Once across the other sKte of Pus trap, walk 
slowly along the passage to trigger the fte4d of 
'aw beams. As soon os the beams disappear 
quickly fun past them. 


Map seven 


Eighth 

Chronosceptor 
Piece 


Teleporter 6 
to Map 8 


.< 


\ 

J 


i i i i i i i i i n 




Map six 


' Using the 
force fin. 
you must 
make your way up 
to the too of the 
shaft to reach the 
next passage 


Usr* the force lifts in 
this room, you must 

make your way up to the top of the shaft »r> the 
comer then into the passage. 


There are more laser fields In these two passages 
that you'll rood to avoid. 



14 * \ 

i*y r 1 



K r ’ 

i 


Destroy the Cyborg at the top of this ramp then 
cUmb up and jump through the false walls to the 
north, this'I take you to the h^h up ledge 
containing various purple Life Force points. 


Start to attack the T Rex with the Fusion Cannon 
then work your way through your weapons giving 
the T Rex everything you have, continually circle 
the T Rex while blasbpg him to avoid his vicious 
tail and hot breath. Search the wails and the 
alcove for ammo and shelter if required. 

Collect the eighth Chronoscepter piece then use 
the save point before venturing along the passage 
to confront the Campaigner. As you head along the 
passage, *Jhere‘H be on assonment of weapons to 
collect wh>ch is just as well because you're gomg 
to need them 


As soon as you come face to face with the 
Campaigner, use the Chronosceoter to start your 
attack. Once 


the 

Chronocepter 
is exhausted, 
change to 
the quad rocket launcher or the 
grenade launcher, if you try to use 
the fusion cannon the Campaigner 
will take it from you then laugh in 
your face. Remember to keep on 
the move all the time las the 
Campaigner has the ability to warp 
abound the arena! and continue 
pumping away at ium until he tails,- 


Map eight 



s 

1 


Iftsue 3 ■ June 1997. 
































































the controller 


AH of the foil 

default com 


Itajfc moves relate to the 
irolfer s< 


r setting as show. 


KILLER 
INSTINCT 


H 




•ere’s the full run 
down on all Killer 
tlnstinct Gold 
fighters. It’ll show you their 
statistics, special moves, 
super moves, finishing 
attacks and combos, all at 
a glance. 


You'll only be able to play as Cargos If you enter the apeatal oodo aa follow*: On the character profile screen (demo), 
proas Z, A, Right shoulder button, Z, A and B. If dona oorreotly, you’ll hear Oargo* laugh and hell now be selectable 
from the character salad screen. 


Height: 

Unknown 

Weight: 

Unknown 

Unknown 



M ^ST 
. 


Special 

■Cn^ 

t * FP i FK to land) 

>jnuwnfg*rh*Sd Slam .Jump, \ FP 
Two HunOeO Stride WIHHH %jM* IBt + FK 
Air fireball Jump, l “% * FP 

Shouldsf Ddsh Ct- ‘V 5 ) #CJ*mkwFk 

Laugh-,.-,. .. ^ ^ #S3*FP 

Unoercut —-—......OS. 1 . 1 1 FP 


Throws, Breakers 
Movos 


- 




Throw 


► ♦FP 


Throw FK 

Combo Brmh ' .. J | + any Punch or Hick 


Ait DouOle.*. J \ ^ Punch 

Press*jre Mow. 4 FH 


Corns.. 


1. Jump, •"] ^ U * FP Jumping Our htrac Slam 

2. FK iCJaMras-it 

3 ^ < ftj| ♦ Mk or FK (Shoulder Oa&h) 


The first four fin.shfif^fei'fKo samc^ 

as.9 ,b*.fp 

The fifth, rudder linrsbor is. 

Si# | ^(*,*B*fx 






















Special Moves 


laser Blade 

Wind Kick 


Ninja Slide. 
Endokufcen, 




VI ,#*MP0fFP 

V| Kick 

#,| ♦any Kick 
| \ H ♦ my Punch 


Fake Endokuken,—— | \ Wt ♦ qk 
Red Enookuken™.. Hold FP.SS # | \ 


Tiger Fury. 




SS . | + any Punch 


Super Moves 

Super Tiger Fury,...— 
Super Endokuken 
Super Ninja Slide-— 
Super Wircl Kick— 
Shadow Move_ 


|,#,4e#| ^•♦FP(6 Blocks) 
■S \ I #SS+QP|4 Blocks) 

#.| .V I ♦ FK (3 Bloch*) 

VI .#.■>* MK (3 Block.) 

VI MK <3 Blocks) 


♦ release FP 


Finishing Attacks 

Mini Ultra..,.-.. #, | ,^| + QK 

Ultra... V| .#+QK 

Ultimate _ OS. | . V FK 

O-Combo Ultimate —. SS % | f SS.K- ♦ MP 

throws, Breakers and Counter Moves 

Throw*,™,, ——- OS+ FP 

Throw Reversal...-....—... Si ♦ QK 

Combo Breaker.——-MP, | , Vl ♦ any Punch or Kick 

Ultra freakeiCL.*—. I.MPS'ic; i- FP 

A r Double.. \ . | , any Kick 

p 'i '.M U- M r.f.ap 4 FK 

Pan v Move ...<$fl + Hold QP 


Combo Construction 


1. %. | . iV ' MP or FP i Laser Blade i 

2 . \ , I . fiP * MK iWnfUiicm 

3- | .^1 * *iy Wck |t4i)a Slide) 


JL ^ , Jjl . :P+ mp n a«ser Blade) 

2. Oi . | , & * Qk or MK (Nkwa Slide) 

3. ^1 . | . jP.E^ MK iSupe- Wiodkick 3 Blocks needed) 

4. ^, | , % . SS ♦ FK (Super Ninja Slide 3 Blocks needed) 




1. WlndMck 4 FK 

2. Later Blade 4 FP 

3. Tiger Fury 4 FP 

4 Fnd*ibiilrei ri X CD 
■ CrruvnUKUir ▼ I F 


Height: 

5 9" 

Weight: 

I90lbs 

Ago: 

22 


S.».|,ifc*MP,HkWen) 


*Aluiton«t 






















Super Moves 

Daeb rrertff 

Super Tremor ... 

Super Roller Coaler. 

Super Spinfist *. 

Shadow Move . 


14 #4 •*»•**» I 


A 

4 

4 

4 

4 


. FP (2 6 Block*) 
U MK (3 Blochs| 
»4MP(3 Blocks) 

e+ OP [3 Blocks) 
1.94 ♦ MP|3 Block*) 


Finishing Attacks 

Mini I,'lira . Charge £ij.94* FK 

Ultra Charge ai<mnP^ | 4^FP 

Ultimate HoM QK doe 2 seconds, release 

OCornoo Ultimate. .. Chare*, U4.M 4 3# FH 

Throws, Breakers and Counter Moves 

TtVOW 

Throw Reversal., 

Corfibo RMv^er . 1B.W++ any Punch/Kick 

HO 4 | # vU.Bt ♦ FP 
fc£> . 4U * any Kick 
FK 

♦ QP. Powertlne ♦ FP 

♦ hold QP 


Ultr.i Breal 

Air Double 
Pressure Mos* m , 
Counter Dl ryy 
t y Move 


♦ MP 


+ MP 


* 


Combo Construction 


X. Spinfist MUIk»*M4a«IMIMIU Charge QP 

2. Roller Cooler.«. Charge 4A r W++ MP 

3. Sk.yn Crusher. Charge* 'M.B&+ FK 


4, TJ Tn 


m«».»».«.«i *a^i 


..Charge 


► ♦ MK 


L Roller Coaster.JLCharge 41,11 + MP 

2 H •- ChargeQP 

3. Super RollerCqgPer.,.11 % 9 & 4l*^ + MP 

[3 Blocks pedtKJi 

4, Super SpJnfHfl. \ 9 #4^H+QP 

(3 Slocks needed)^ — iiihi 


1 Spinhit 4 QP 

2 Behind the Back ♦ QK 

3, Powertlne ♦ FP 

4. TJ. Tremor 4 MK 

5 Charge 4S,■»+ FK (Hidden) 


Height: 

<,T 

Weight: 

220lbs 

Age: 

2C 


-J. oo 




Special Moves 

Air Tremor Jump. 40 #g4 ■+♦ MK 

TJ Tremor.,.,.. Chargo. 4J.SS+ MK 

Spmfist tetsteitritefHHMfHMsr Charge. M.lh + QP 

Spinet Hook..... Charge, H , 41 ♦ QP 

Roller Coaster..............Charge. • 404 MP 

Double Roller Coaster.Charge, 41* + MP 

Powertine Charge. 41. FP 

Stop Power! jne. 41 ♦ FP 

Skull Crusher .Charge. 4l.lfr + FK 

Cyclone ....Charge FP for 3 secs, release. FP 

Fnke Oi*zj. ... Charge,^ % 9 ^ 41 ♦ QK. any button to stop 

Behind Bock ...Charge, 41 , It 4 QK 

Backward Ro4 49.40 






























Super Moves 

All Skull Summon. g f Si 4 FP (6 Block*! 

Super Se.ir nii Ski.ll.—.. g , ^ , S■ # g SS ♦ FK (6 Block*! 

Sturm,n.g Skull.,... \ ■►* MK (4 Blocks) 

Super Grim Reaper. g , ^ , SS ^ g SS * FP (4 

Super Skuii Scmpe. 9 \ FH (3 Block*) 

Super Flame Blade. g % US , Cl* MP |3 Block*) 

Orn Skill' Summon . g ^ SS* MP (1 Block) 

Finishing Attacks 

Mini Lilt'd.... g \ ♦ FP 


Ultra. 

Urn-male 


0 Combo Ultimate, 


g #SB+FP 

g , | ♦ <JK 

Hh 9 \ >s*qp 


Throws, Breakers and Ceuntar Moves 

Throw ......FP * FK 

Threw Ntnef&fll..FH 

Combo Breaker on HMMIWWW, ( <$3 + any Puiich or Kid* 

U t ii Brewer.... J . # $ % Ej>* fk 

•Vr LKhi! 1 ........In ihe alt. *") 4 any Hick 






Combo Construction 

Start** 

1 . g 4t Uv> + MP (Skrrle Skawfrl 

2. i % U ♦ FP Pameblaflei 

3. 7 ♦ FK tSkull Srrepci 

1. g tv t MP (SfceleSkeweri 

2- 7 US+ FP iFiametkade 

3. g % SS. FK (Super Skull Serai*- 3 Blocks needed 

4. 7 % *4- <■ * mp Super Ramebade 3 BUkhs needed 


1. Reverse SketeSkewer + MP 

2. Skeleport ♦ FK 

3. Skeleport ♦ MH 

4. Skeleport + QK 

5. g BS + qp .Hidden) 


Special Movos 

Skekj Skewer #4P44 + t~» »*#««++»« 9 % *I+MP 

Flame Blade g % Or FP 

Skill Scrap?... g * FK 

Skill Spear 4 Wrm,|H*IMWI W Jump, $ ♦ FH 

Soul J \ W+ + QP 

Skull Dash. TapBfr,^ or<W <■ 

Skeleport iwtMiiMinm aMWH J| & 4 any Kick 

Power Devour .hold QP 

Searing Skull.. .. ft % ■► + any Kick 


Moljsbl 

5 5“ 







































Combo Construction 


1- Oi . ® ♦ any Kick Boot Kick) 

3. 1 ^43* QP Back St* 

3. ♦ FK iSKUflpD'i'ler) 

4. N 5 FP Wei0‘ Death 


1- I ,f.ttSj>+FH Sopot Boot Kie* 3 Blocks needed) 

2. | FP^Veb or Death _______ 

3. Vf ,#*QKof MKiBgotKick' mm mm 


1. Back Stab ♦ QP 

2. Conqueror + FP 

3. Skull Splitter 4 FM 

4. Boot Kick + FP 

5. OP Hidden) 


Height: 

611/ 

Woigjht: 

3B0lbs 


,~i.sk 

R Tusk 


Special Moves 

BOOt HKK>mih»m«hhhpmhh % » ^ t any Kick 
Web of Death *»#* * #4 FP 

Skull Sptilter... &•% *\i ♦ FK 

Fake Skull Spinier. J \ ♦ QK 

Back Stab *41 #OS+qp 

The Conqueror fttimMtim ¥ tin t t % 4 my Punch 
SpinrwTg HltfVtOW Attack.« Bfr ♦ FP 


Super Moves 

Soper Concoerof tHUhtHUiW ^ ^ ♦ m + f \ 4 FP(6 

Pillar of Flames mui w hhiiiu k ^ « «B* QK (4 Blocks) 

Super Boot Kick. % , g , & , * ♦ MH (3 Stock*) 

Super Web erf Death..... 4 W . * ♦ FP <3 Block*) 

Shadow Move ... . & , g ,4 , 40+ FK (3 Block*) 

Finishing Attacks 

Mi tl LITra. ..... Ol & g \ *♦ MP 


Ultra 
Ultimate 

aComrx> Utt imato 


*4 | 

* g .4*W< 

14*14* 


* MP 


Throws, Breakers and Countar Moves 


ThfCMf,,*, M*»**al*M*»*MM*MHM Br 4 fk 

Tlrcr* ftevtrsdh ^■♦FK 

Combo Breaker . w.s . % t any Punch or hick 

Ultra Breaker ■••«•*•****♦ *•**•«*-* »>•<»» ^ 4 FP 

An Double.-.. . •HiteqftiiHM ^1* J any Kick 

Pressure Mow . FP 

Parry Move . Mold QP 
























Height: 

Variable 

Weight: 

Variable 

Unknown 



Glaclus ’ 

Special Moves 

Cold Shoulder..,... g \ • MP 

Liquidise leif ■—>— f % ■fr+QK 

Licjuid'se m Air,,,.. \ ■► + any Kick 

liquidise Uppercut $ % W4 MKorFK 

Icy Grip....... I % m*<p 

Arctic Blast,..,™....,-„™. % €i+ ANV Punch 

Ice Lence 4 ..v*.. + FP 

Energy Gain 9 % tS + QK 


Sopor Moves 

Arctic Slam..„„,.,„...,.,„.. g . \ . 0i+ QP (6 Blocks) 

Super Arctic Blast ■ rrose* rree**et revs j ■S’ FP 14 Blocks) 

Stiptv Cold Shoulder ... g , tl , Si* MP (3 Blocks) 

Super L«ujaJise and Uppercut ,.SS ^ | ^ Sit fk (3 Blocks) 
Super Uppercut..,,*,,.,,,,...,.- g . Au Si* FK |3 Blocks) 9 


Finishing Attacks 

Mmi Ultra.-_ g ^ QK 

Ultra f 4 ^+qk 

Ultimate............---- SO % g ^ Si. 

OCombo Ultimase HWIlfWHW Iiil W Jji i #1. #+QK 


*+ WK 


Throw 

Throw Reversal 

Combo Breaker. 
Ultra Breaker..^ 

Air Double * 




♦ FP 

1 + FP 


g % ■■ ♦ any Punch or Kick 
QP 

g t| ®F * spy Kick 


Combo Construction 


Pressure Move.-.. 


► * FK 



t- g %» + QP iT^Ofip) 

2 , % ^ P& + MH (UquUtse and Uppercut) 
3* I \ U& + MP (Cold Should^ i 
4. W$+ FK Pr**wf- Mnv^ 

1. ft WK* MK Utrwrtfo* andUpp* j null 

2 . I % m+ MP (Cold Shoulder;. 


1, Icy Grip * QP 

2 , Liquidise + FK 

3, Ice Lance ♦ FP 
4 Artie Bl»t ♦ FP 

B, DIF ♦ QK (Hidden| 


v'oltii ion r - 



























*oh#fc»»n* 










iltfn rp 

FultfOfQ > 


Special Moves 

Cyfoer Dash 
Eteelro Reel 
Plasma Siico 
Laser Storpi 
Fane Laser Storm 
Ey» Laser 


Spinning Slice...... 

Triple Laser Storm. 


#, 9 .% + MKor FK 
£ # $1 + hold QK 

♦ any Punch 
$ \ ♦ any Punch 

f #«u*qp 

4 1 .#. + MKorFP 
,«S*FK 

m + l \as*op 


Super Moves 

Super Ei> trq Reel. % . 1 <JK (3 Block*} 

Super Cyl«*f Oa*h ft ;%,<• * FK (3 Blocks) 

LOCk On....... <$« # f 4p SSrQKIl Block) 

Psas I aport .4®. 4 , £ + any Punch/KIch (1 Block) 

Air Eyri UsojL .. Jump , \< J ,#*FP[1 Slock) 

inv . tJif % It # *J* FK (Any number ol Block*) 


Finishing Attacks 

Minrtji^S __ aa.f .%+or 

Ullra ^ - 4 * QK 

Ultimate 4 4-,»«-M ►•##««+4-4-*»4 4 + ‘.*. 4 41# 9 % **+ M K 

O-Combo UttMB Sr. ' 


Throws, Breakers and Counter Moves 

Corrtod Breaker — m.VA + any Punch or Kick 

t lira B-eahefe.jg , P .SO # $ \ 14 ♦ FP 

A>r Double.... -1 , % ♦ any Punch 

Piossure .•£!♦ FP 


Combo Construction 

1- #, f ^ ♦ MK (Cyber Cad, 

2. %. ^ MP.t;,e Laser? 


Unknown 


COMO! 1 .'r Oti/y 


J 4- QP, Uppercut ♦ OP 


@ 



1- %*'* .#♦**»» (Eye tt'*r) 


2. #, $ . \ * MK (Cylfcr DasM 



3 4b ■ 9 ■ ^.Ss**QK Super Fledro Fled 3 Blocks needed! 

4, & . ^ . % . 4S ♦ FK Super U/btn Cknli .> t).ue*a i vi ucJ. 

1 Cybar D»*h * FK 

2. Eye laser * FP 

3 . Laser Storm + MP 

4 Plum a Stic* + FP 

3. Sa.f .%* OP (Hidden) 































Bright: 

5’4 

Wright: 

1301 bs 

Ag«: 

IT 



KIWI 


kim-wu 

-w¥U 


Special Move* 

Tornado Kick. \ , 9 f * any Kick 

Fire Cracker ****«•«*++***♦*+>■***» f #+M P or FP 

Soltt Hick.. #, f ,\ + FK 

Fake SpHl Kick $4MK 

Fire Flower. + ... jj ■► + QP 

Air firei -,-....* St + any Punch 


Air Torpedo Jump, g , ^,4S + an) Punch 

Roll Tap .. 9+ 


Double Arc Hick 444-ft*frBBBB444-t P 


Super Move* 

Sraa Dr^on HfMHHMHim ^ I 1 99 # f S> ♦ FP (6 Blocks) 

Super An Tornado «„ Jump, | ^ MP (Firecracker) 

Shadow Move. \ r g * & . 44 S4 + FK (3 Blocks) 

Supp* Fife Cracker. % > g , ^ . 44 + FP >;6 Blocks) 

Super Tornado t***4«*ii.*p*** *« r ^ r #. 444* + fk 


Finishing Attacks 

Mmi Ultra .. \ . g » ^ * QK 

Ultra j^ 1, . g t + QH 

Ultimate.. .. *i# I QK 

OComlo Lltinult'. *■■*.** # f \ *V» QK 


Throws, Breaker* and Counter Moves 


Threw 


tee* a *■•■*•« ■*eee**reaba*«ji I 


Throw PpMVfSctLL*, 


► + FP 

1+ FP 


Combo Beaker 4^* 14 * any Punch or Kick 

Ultra Breaker__ J ,^.4i# K *&♦ fP 

A.r Double... .$ % + any Punch 

Pressure Mow... m* PH 

Prtiry Mow... *•♦ hold QP 



Combo Construction 

**• 

1. * g . + & fftrecr^-^r) jH I 

2. a g , ^ ♦ an* Kick (Tornado Kick) 

3. &< ^ i f FK (Spilt Kick • 

■Mnvt 

1, *7 . *_^4 QKw MK TomcidO Klcki 

2. ,|^* MPi -irecracfcert 

3 % . g , & , 44 ♦ FK Sl per Torn/Kto 3 Brocks reeded) 

4. ^ „ g , ^ , 44 ♦ FK SLper Ftreu acker i Blocks i <•••,!'-n ■ 


1, Flreflower * QP 

2. Firecracker + FP 
3 Tornado Kick + FK 

4. Split Kick ♦ FK 

5. f • 4 > + I4K iHidden 




© 


^©tiMon*. 























■irtlli i. K.lV 



Hoiftht: 

rnr 




fcK**S-W+*-fc#+4-M + ^ 


Special Moves 

Sabre wnecl 
Sobre Spin #1 
Sabre Spin *?„. 

Same Pounce 
Same flrp 
Sabre Howl 
Fake Sabre Howl 

Sabre Hop..Ji 

Double Spin 


► +MP 

► + MK 
h MK 

► +FP 

FK 
>♦ QP 

► +QK 


Super Move* 

Super Satirn Flip ....„.UP % ^ & SO* St* FK (fi Blocks} 

Sabre Stomp.. Jump. lit f (P SO* FP <4 Stacks) 

Sabre Fireball*_ _t-t Jf ^ SU.Ue* FP (4 Stocks| 

Supar Sabre Wheel ... W \ f # pi,St ♦ MK (3 Blochs) 

Super S4»* spin. i-v -7 # *8,80* MP (3 Blocks) 


Finishing Attacks 

Mirf'UlWi.. tU* QK 

Ultra ......... 3 .<ja,at+QK 


UHimrti „„„ 
OCombo Ultii 




Hold FK for two seconds, release 
Hold QP for two seconds, release 


Throws, Breakers and Counter Moves 

Combo Breaker . ....... 40,1$+ any Punch or kick 

Utra Breaker. 9 #SU.W+FK 

Air Double ....JS„ ^ , 4U+ an* Punch 

Pretstw Mo«„,..*„....„Ue + fk 

Pair, Move . hold QP 


Combo Construction 




1 . id.Lp* MP iSabre Wheat i 

2. *JJ.t-v* MH (S.iMfs spin #li 

3. iJ,U>+ FP (Satyre Pounce) 

4. u>. 2J* mk (Sabre Spm #2) 




1. 

2 . 

3. 

4. 


I.BtsMP iSatie Wheel 
1.1$ « MK (Sabre Sum #2' 

> % 7 ^ 4S.lv * MK (Super Sabre Spin 3 Olocks needed) 

' \ J f ds.lt * MP (Su»i Sotwe Wiepi. 30bC*< needed’ 


l.i Sobro Spin ♦ MK 
2 Sabre Flip + FK 

3. Sabre Pounce ♦ FP 

4. Sabre Howl t QP 

s. SS.se* QH ;Hidden) 


















Special Moves 

fllk Flak & *■ any Kick 

lew_ %. 9 , MP 

Tiger Slice..._... 9 • ^i + any Kick 

Ton (i Firc ••••■«*■•« t • ■■■•• • •»■■■ » m * any Punch 

Fake Tonfa fire.. 9 . ^ .W+ Q* 

San....... %. 9 .^♦PP 

A*' Buslei .... BP, 9 . ♦ any Kick 


Super Moves 

Super Tlak _ 9 ^ 9 \l Sp» FK (6 Block*) 

Super lehi ... _ 9 • % • ^ (3 Block*) 

Bre Cat .. 9 ■ & ■ SS* MK (3 Block*) 


Finishing Attacks 




Mini Ultra. 

Ultra nlH4<Hit«ftt«H4>Hfl(>bt<l4 t+Mhel 
Ultimate 

OCombo Ultimate 


#. 9 • ^ + ** 

%. 9 .#*FP 

»* 9 dFte.st+Fp 

ts. 9 * # + MK 


Throws, Breakers and Counter Moves 


Throw 


► * FP 
I* FP 


Throw ItovWMl' 

Combo Breaker*_ ^ + any Punch or Kick 

Ultra Breaker rmr*e*a*4M>e*M>e44 , tl # 9 V*P* FK 

Air OouU'u. .^ , 9.#* any Kick 


Combo Construction 



iil,9 * any Kick <Ftlk Flak) 
2. Y 1 :£>*MP 
3 #. 9 .^t* wry Kick 


1 - tkf*# ♦ QK or MK.f Hk Flak, 

2. #. 9 . N ♦ MK Tifter Slide) 

3. 9 < * tO* FP (Super Icltl - 3 Blocks needed! 

4. V9 (fireCat ■ 3 Blocks neeuo'j 


1. Air Butter » FK 
2- Fllk Flak * FK 


3. San k FP 

4. Tiger Slide * QH 


I V» 


4 - QP ; Hidden i 


noiiition* 





















Super Moves 

Super Jungle Leap. SB ^ g f SB, B4 ♦ FK [6 Block*) 

Super Flip Kick.. eS\| f #SS.S4* MK <3 Block*) 

Super Savage Blades. IS5> g & SS. B4 * MP (3 Blocks) 

Shadow Move. B4 % I* SS,^* FP [3 Block*) 


Finishing Attacks 

MnfUllfa,,... .SS.SS* FP 

Ultr;) i innmttiwuHl**-BO ■ SS * FK 

Ultimate .SS 4 f # Sa.U* qk 

(MJomio Ultimate **►•*#*>*■► ^14 * Sb*qp 


Throws, Breakers and Counter Moves 

Throw *4++t*««*4 9}+ FP 

Throw Peverwh.*^ . #1 * FP 

Combo Brfeker . 41, 14 ♦ any Punch of Kick 

Ultra Breaker. ~. *%# * Sn , se ♦ fk 

Al' Double..2SL.. B4 , S3 ♦ any Kick 

Pressure Mow ...SS ♦ FK 

Pdny Men* . hold QP 


Combo Construction 


1~ SU.U4* MP (Savage Blades) 

2. SB,BS*FP I Mantle) 

3. se.se* mk (fib ^1 

4. -£s] , L4 i + FK (junkie Leap) 

5. CJ.U' * QK i.Savafi' 1 


1 , 

2 . 

3. 

4. 


.SS+ MKfFIloKck) 

JS ♦ MP [Savage ptadw) 

1) | ^ SS.S^* MK (Super Flip Kick 3 Block* leeOeuj 

\ | f SS.SS* MP (SuperSevad B«-idef* S'tterttWaMi * 


JL Cobra Bile ♦ QP 

2. Mantis ♦ FP 

3. Jungle Leap ¥ FK 

^-1— -- 

4. Savago Leap ♦ QK 

5. SB.SS+ QP (Hidden) 


MAYAr ui; 


Special Moves 


Mantis aeisf raiMseiBriiieMBBsss 11 ^ PP 

Air Mantis. Jump, ®4.4l ♦ FP 

Savage Blades W+* MP 

Flip Kick r*H* we»wn 4*»»MM»»M 41 • ®^4 e MK 
Jungle Leap BSBIIBIII Ms 14 + FK 

Savage Leap OOMOM. **»■•*♦♦*■ 41. w*+w 

Cobra Bile ■ sees bbbbii eseaese res ^l| 14* QP 




































Level: 

Mam j£asy,i 


SIMIAN 


Radar*: 

tone 


Folio* the path into lown and across toe tram tracks, destroying the signals, Head drrectty lor the hrst building indicated by the green arrows 
then continue through the town, v*efl*ig the remaining buildings that are blocking the earner's path, make sure you compleiety destroy a 
building beto'e moving onto the n&*t one. Once the path has been cfoared. begin to level the rest of the buildings but -teep a safe distance from the earner, a 
collision with it win result In devastation. Once alt the buildings have beer flattened and cHi survivors freed, continue to dnve around town until youVe found *i-t 
thtROU‘1, _jf _ 


/ 


Lav nr 

Main (Easy) 

Radars: 

None 


Follow the rod line between the buiWmgs whilst 
using Sideswipe's rams to flatten them, if you 
rmss any buddings, reverse up and brush the job. When you start 
this level you'll oniy be atiie to use the rams twenty times, 
collecting the blue crates wil allow you another ten hits. 


Laval: 

Bonus 

Radar*: 

None 


J-BOMB 


Using your shadow to gauge your 
positron and height, fly above the 
nearest building then somersault down onto it to 
send ft crashing to the ground Using this method, 
continue to move from one buifoing to the nejet until 
there's nothing tell standing. 


BLAST CORPS 

B last Corps is a dozer of a game that has many destructive levels for you to engage in 
and enjoy, but if you want to be successful you’re going to need all the help you can 
get, that’s why we’ve been called in! 
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THUNDERFI 


L+v*l: 

Sonus 

Radirt 

Norm 


Using Thunderfcsk roH directly into the pile of crates then continue into the small building. 
Destroy all the crates or. me concrete floor then roll up the hUl and demotish the castle. All 
small wooden crates must Do destroyed to complete this evek 


_ 




■ I 

As soon as you start head straight for the nearest stack ot crates and begin a trail of destruction. 


r you selected the BalUsta you’ll need to collect the missiles frofm the crates on the grass. Using 
die tiuliuc it* Is probably the best option, it cun destroy a line of double crates in a single run. 


Trent's a shortcut on me right hand side, 
just after the Ikst bodge mat you can use 
to shave seconds off your lap lime, and if you're using the 
Ranxkver or any other Uemonshang vehicle you can create a 
another snort cut rust after the second bridge. turn 
off the pair and smash Into the first ouikilng, then clhvw 
around the sifos and moke a path through to the finish Ime. 




Lev#l: 

Bonus 

Rmt/uv 

None 


Following the first red arrow, slide 
P Backlash sideways into the smotl building. 

If done correctly you should be atnu to flatten it in one hst. 
New use the smal* rocks on either side of fhe second 
building to bounce Backlash into It, this win cause extensive 
damage, finally, head over to the third building and follow the 
anew for maiimum mpact. 


03:57.3 


Quickly get In rrert oi me carrier then head 
st >iight foi the first buiwmg. backing its 
path and get destructive. Orwe the Carder Is safe, demolish 
the remaning biddings, this will also free any trapped 
survvors Find a j f the ROlFs then find and activate the two 
radars, The first ore is seated ned to the field of RCHJ'S, the 
second is on the opposite side of town near the start area. 




































































GARRICK POINT 






L»v«4: 

Mam {Easy 

Radar* 


Wait for the 
carrier to 

pass by then drive around the 
dock to me car park near the 
castle and slop. Climb into 
Thunder list Then head directly 
to the Outings, Mocking toe 
earner's path and fatten 
them, use the radar's arrow to 

guide you. Use Thunder fist to clear the earner's path and to demolish the remaining buildings then head across the suspension br idge to 
need to use its nmssjtes to destroy the ship. Explore the area to find ail the RDU's then destroy the castle to expose and activate the first 
radar is located between the wooden bridges 


the Balksta. you’ll 
radar, tne second 


Level: 

Bonus 

None 


KIPLING PLANT 


Collect the hist crate of missiles then ly.osl away at the oil drum but 
don't be too generous with the miss ies. Once destroyed, ink; ovur it 
and around to the right to the second missile crate and oil drum. Destroy It then 
continue to work your way bock up the mam road to the four remaining drums or oilhof 

side. 


•wer charmer stay m the centre to avoid the bridge pillars. When you 
come out of the channel, you’ll have a choice ol routes to choose from. You can either 
follow the road, ideal lor the cars, you can plough straight through the buildings with one 
of the heavier vehicles or you can cut across the grass using Skyfaii or Baliista. If you're 
racing with one of the destructive vehicles, use it to icduce your ao times by removing 
the buildings on the comer. 




'% t ' ** #; 

><. 

•?* 


a 



Levei: 

Matn i£asy; 







Radars; 

Two 


Head across the bridge and oyer fhe hill to FBomb. climb »n then bogm the task of cloanng a path for the carrier. Once cleared, flatten iiN other 
buildings, including the small crates next to the bridge, the four beacons at the too of the bridge otiiars and the ball below the bridge Ned, fly 
out to sea and destroy the line of balls then locate the lighthouse and lower it to the ground, activate the ROU’s at the base of the Ughthouse island then head 
over to the Blast Corps ng, From the ng, fly up onto the cliff then look for the secret shah that leads to the car. Once you have the Racecar, drive it along the 
shaft activating The RDM's. be sure to activate all of them before exiting. Now make your way back across the bridge to the Balhsla, you II need to use its 
missiles to swik the ship. The first radar is on this level located on an island near the lighthouse, the second is hgh up on the ledge to the right of the Blast 
Corps rig, you’ll need J Bomb to activate them both 






§ 

♦ 

* 

- 
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Level: 

Ma»t (Easy) 

Radar*: Two 
Scientist #1 


Once you've loured the first two buildings to the ground use the fix* to bounce Backlash Into the thud amts fourth during, try to keep off the 
grass as it'll slow you down and stop Backlash from sliding. Clear the rest of the path for the earner then flatten at. the Buildings in sight. Find 
an the ROU’s and activate the radar near the start area then drive ever to the stone Nock on the mam road to the left of the path. Use Backlash to slide it along 
the road and unblock the footpath then climb out of the truck and walk down to the Ramdozer. Use the Ramdozer to push Uie TNT irate in front of the door then 
wait lor it lo expKXfc Walk through the door then climb Into the tram and rWe to the end of the line where the Bdllisto «s waiting. Using the Baillstn. locate the 
second door tn die sunken level on the opposite side of town then use the missiles to blast it open. Waik down the slope and through the doorway into the 
tunnel, it'll take you to >0omb. Use J Bomb to destroy iho buildings that Backlash couldn't touch and the beacon then activate the second radar ncated on the 
shallow roof. Once the level has boon completed, it's time to find the first scientist Return to the ftamdozer then walk through the doorway into the train tunnel, 
walk alor® the tunnel until you find another tunnel that lands to the Police Car in the maze, Drive the cor around to the tar comer ot the maze where the scientist 
xs snacked up. Return back through the tunnel and to the Blast Corps ng to exit the level. 



































































Mam 

(Medium 

Radars: 

One 


Ride the train to the station then cWmo out and follow the line of RDiJ's over the footbridge. Climb mtu Lhe Ramdojer and use it to flatten the 
small buildings, then dr*ws the Ramdo/er onto the Plotterm Crane and climb out. Use the oontrob at the base of the crane to lift the Ramdo/ei 
i up anc place it on the other side of the train track, now walk back across tho footbridge and cfcmto in the Ramdo/er. Use the Ramdctfe' to push 
the TNT crate into the station terminal, this wilt demolish if and dear the path for the carrier. Once the carrier *s safe, crush the chevron below the teotbrldge 
then drive alonR the track to the Police Car and donut stand. Destroy the stand then climb in the Police Car and go In search of the RDU’s, Follow the train tracks 
back past the start area where you’ll find a few RDU s and a radar 



<ao4fcfh tort* 
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► 

Whi&e clearing the path for the earner, collect as marmot the mss^e crates as possible. youTI rely on them when you get ckis^f to the B^ast 
Corps rig, Once the path has been cleared, destroy ail buildings m sight free all survivors and find an the RDU's. To reach the radar, the 
scientist and the remaining buildings, blast away the centre wa4 of the large building on the outskirts of town to create a ramp up to the top 
Or the roof, activate the radar, destroy trie crates to expose the second scientist. You must destroy all crates to complete the level. 



SHUTTLE 


[Mechum] 

Rattan: One 



Use the rocks, trench and wall to help you Smash a path through the buildings. Check the indicator orrows to locate youi next target, 
olhei wiMs you may waste time destroying a secondary target. Once the carrier’s path is door, find alf the RDU'S. there's a group of them on 
the botVk to the loft of the Blast Corps rig, then activate the radar below the bridge. There are some balls on the top of the hank to the nght of the town that 
you’ll need to destroy to complete the level, use the pits to jump the buggy up nod smash them, 
































































f Follow the L ^ - 'WU “ I "TT 

In 11 ■iiB3 trench ; *J| Wm - ^ 

ground and into town men LMjjjMjdBi ^\ /S t ' m .... 1 y ^m 

nuad straight for the firs? | ti£ r K - ; '• r * ‘ ~?4 J P -k JB 

. U | «• 4.;| , i| ] “ ^*P \ ^EQ&I ' . Mi 4 , 

building in me carnet's path ^ *1 I ** w[ *‘1 

and begin slidng. Clear a «/] f ' - ‘‘SJ * * 

small space in the yard end • 

use it for a run up if A * v*^i5S H B _ 

necessary. As you approach __ _3_| xfl jQfr 1*. _| I ♦ ,. v 

the Blast Corps pg. avoid driving on the grass, it'll slow you down arxJ stop Backlash siding. When the earner is safe, destroy the rematnrr^ buhd’ngs and tree 
the survivors then head back ok>ng the road to the first radar and activate it From the tree stump, follow the grassy path around to the second radar, once 


activated collect all the RDU’s, 


Unt 

Bonus 



e 13 


You* It hove to destroy all the halts withr 30 seconds 
if you want to receive a goW commoncabon here 
Concentrating on one baH at a t«mo. worn your way around smashing 
into ait of them. Once you've completed the level, re-enter then fly over 
to the hut and smash <t open to activate the radar inside. Remember to 
use your shadow to gauge your height and position. 



From the 
start follow 
ihe rood towards she sea and 
me first raft. Carefully boat 
down above the centre of the 
raft then watt tor the nght 
moment to somersault down 
onto it. Continue around the 
rsiond destroying the rafts one 

balls whilst avoiding the water and lava. Don’t try somersaulting down onto the baits in the volcanos, you’ll get burnt. Once you’ve completed the level, re-enter 
and activate the radar, it's located on the other snie of the mountain. 


_ 


LINE 



Uv#l: 

Bonus 

Radars 

One 


Carefully fly from pillar to pniar. destroying the 
beacons on top of each one without h tang the water. 
Remember to use your shadow and to adjust your vrews for o better 
perspective When you've completed the level, reenter and by across 
the water to the opposite platform and the radar. 
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M Ry ow to me first raft then float down between the 
I hole and hover just Above the water* when the reft 
floats past you'll bo able to smash the top of It off. Repeat this to 
destroy ml the rafts The last raft is located on the top of the clfff above 
fho r,ki!l. Once yoti’w compiled the level. re-enter and demolish the 
castle to expose the radar 


|| from the I ^ 

E 23 HH start, 

blast your way up to the Hjjfi|AgflrwK{feAg ; * | I ttk' 1 L,- 

too of the volcarvo then I 9 i^k ./ 1 llV* *•' ifrlWSit' 1 I 

carefully fly over to the Lfla^i ^ ,^v‘ 

taleslpillar and float down I ' - * vHH^Rl wBffi ^ ^ 

tho beacon on me no*t pillar then slowly make you way down to the bottom of the volcano destroying the beacons and balls as you go At the bottom, destroy 
the twit In the centre then float above the rafts to smash the bps off Remember not lo touch the lava and to leave enough height tor your thrusters to recharge 
Wien the level has been completed, re-enter and activate the radar, it's outside the volcano at the base. 


; ,C As you make your way around the mare activating tie 
I ROU's. try to keep moving in one direction, this'll 
Kcoa the nasty bulldozers behind you reducing your chances of a tala! 
confrontation Using a long distance view wU help you keep track of the 

bulldozers whereabouts. 


KiH^i iSf Using one of the Raceears is probably best for th s 

I level, especial^ if you gut a quick start. Unfortunately 
Uiere are no shortcuts to be found here, just pure driving. Once youi 
race is over, reenter the level but this time dnw upstream and under 

the bridge to the radar. 


Once agam your best vebxte choice here will be a 
I Racecar. While racing, keep to the mstde t>ne to 
increase your lap times as well as taking advantage of the soon cut 
across the grass just after the large jumpi 


Bonus 


♦ 28/224 

01:36.0 





































































(Medium) 

Radar*: One 
Scientist 13 


Prwk the Ramdo/er on the train's carr-age then dim& irto me train ano drive it to the station. At the station, climb back nto the Ramtfozef 
then follow the road irto town. Using the Ramdozer you most sl*de the TNT craies into the large building until it has been completely flattened. 
this will ensure a safe passage for the earner. Use the TNT crates cautiously, there are only so many at your disposa. and don't save any 
unwanted crates m the carrier's path. Once the carrier has arrived safely, re-enter the level but before climbing onto the tram, use the Ramdozer to push the TNT 
crate into the tunnel to unblock it now put the Ramdo/er onto the train then rtoe to the station. Demolish the station and push the TNT orate onto too tram then 
reverse the tram back through the tunnel so the TNT crate is next to the statue. Once the crate has exploded, climb mto I Bomb and fly across the sea to the 
three statues on the Island. Destroy the statues and activate the RDU'a then fly across to the Blast Corps ng. From the rig. fly up onto the cliff on the nght, it's 
here whore yoo‘H find the third scientist. Now destroy any remaining buildings and find alt RDU*$ then head back along the man road to tnc radar anc activate it, 
it's located near the water s edge 



’ i $ll«I« 








urn 


Dm* Backlash tnrougb the buildings, knocking the 
I TNT crates into them as you go. You don't need to 
snove each TNT crate mto a building, once you've touched It, it‘n begin 
its countdown and np a large hole through the nearest building when it 
explodes, provided it's dose enough. If you run out of TNT crates and 
still have buildings standing, use Backlash to finish the job. 




Radars: None 

Sctaitiat M 


Gudo Sideswipe through the rows of buildings and use the rams to flatten them before :Jie carrier arr ves. Alter clearing the first Site Of 
houses, dme towards the Blast Corps hg. en route you'll find the robot Smash the wall containing the Thunder fist then climb in and use him 
to clear the remaining patft for the carrier Once the earner $ path is secure, demolish the remaining buiidlpgs and find all RDU*s then head 
over to the Ramdozer located m the cave and drive along the path to the Platform Crane. Use the crane to Hit the Ramdozer across the tram track thon walk 
across the foottmdge and climb in. Now use the TNT crate to blast the building away then drive down the ramp and into the underground tunnel* whom you'll find 
the remaining ROU's and the fourth scientist. 
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THE DEFINITIVE A-Z OF HIDDEN EXTRAS HE N64 


ue to the amount of cheating material sent in by our readers, it was decided that a 
cheat section was needed to satisfy the hunger of the many. Sponsored and updated 
by you the reader, Hidden Extras is an A to Z index of codes, cheats, passwords and 
any other gaming secrets discovered on the Nintendo 64. 


Blast Corps 

Instant Explosion 


Whi st in one or the vehicles* 
position yourself next to A building so 
that your driver cen t climb, instead 
he'll just tit there and say. ‘Dorr, 
Continue to hold the Z button down 
and soor the building will explode. 


Turbo Start 



To get a lurbo start from the start 
hne on one ot the t*ne trial levels. 


you must press accelerate on the last 
beep, just as the light turns green, 
it s important to time it perfectly 
otherwise the cheat will not work. 

t 

I Cruisn USA 

| Hidden Vehicles 

Whilst on the Choose Car screen, 
press and how the top, eft and 
bottom C buttons then scroll through 
the vehicles You’ll now be able to 
select the pohee car, the school bus 
the jeep. 



Secret Courses 

Wrtiisl or the Choose Race screen, 
press and hold the following buttons 
to select one of the secret courses. 
Golden Gate Park: Left C, bottom C 
and the Left shoulder button 



Indiana: Top C* right C and the Left 
shoulder button. 

San Francisco- Right C. bottom C 
and the Left shoulder button 

Flashing Lights 

After putting yoor initials in at the Hot 
Times screen, scroti down to the 
bottom of the list then hold the 
joystick to the left until one of the 
designers head appears and says. ‘I 
love lh»s Job", how start anotlier race 
wlh the police car or school bus then 
while racing, release the accelerator 
and press brake, brake then press 
and how the accelerator. Mote: The 
lights and siren wi ll only work while 
the accelerator ts be<ng held down. 


Doom M 

Super Password 

W93M 7H20 BC\0 PSVB 
As well as giving you 100 health and 
200 armour pomts. all weapons, full 
ammo and the backpack, this code 
will also give you all three pieces Of 
the pentogram which win power up 
your laser rifle up to maitanum 
allowing you to kill the final boss in 
seconds flat. 

Special Features 



?TJL BOrw BFGV JWB 
Once this code has taken you to level 
one, press SIART to pause the game. 
You’ll now see a Features option on 
the menu, this option allows you to 
warp to any level, gives you fall health 
and ammo, all weapons, fall maps 
and activates God mode. 

Programmer's Taunts 

After dymg anywhere with n the 


game, wait for about thirty seconds 
and you’ll see childish taunts from 
the programmes appear cm the 

screen. 

Level Passwords 

Bo Gertie 

Level 02: CDP8 9BJ2 68ZT SVK? 
Level 03: CXM8 9B1Y 681T JVK? 
Level 04: DDKS 9B1T 6835 9VK? 
Level 06: DXM8 9BJP 6865 1VK? 
Level 06: FDF8 9BJK 687S SVK? 
Level 07: FXCB DBJF 689S iVK? 
Level 08; GD?8 9BC? 69BR ?BK? 
Level 09: GX88 9BC6 690R 2BK? 
Level 10: HD68 9BC2 69GR TBK? 
Level 11; HX48 9BCY 69)8 KBK? 
Lewi 12: JD28 9BCT 69LQ ?BK? 
Level 13e JX08 90CP 69NQ 2BK* 
Level 14: KDY8 9BCK 69QQ TBK? 
Level 15: KXW8 9BCF 69SQ KBK? 
Level 16: LF78 96B? 69VP ?VK? 
Level 17: LYR8 9BB6 69XP 2VK? 
Level 18: MFP6 9BB2 G9ZP TVK? 
Level 19: MYM8 9BBY 691P KVK? 
Level 20: NFK8 9BBT 693M TVK? 
Level 2!: MYH8 9RBP895W TVK? 
Lew' 22: PFFB 9BBK 697N TVK? 
Level 23; PYC8 9BBF 699N KVK? 
Level 24: Qm 9BF? 6?BM ?8K? 
Level 25: QfY88 9BF6 6?DM 2BK? 
Level 26: RF68 96F2 6?GM TBK? 
Level 27: RY48 9BFY 6?JM KBK? 
■bI 28: SF28 9BFT 6?LL TBK? 













level 29; SY08 98FP 6?NL 2BK? 
Level 30:TFY8 99FK 6?QL TBK? 
Level 31: TYW8 9BFF 67SL KBK? 
Level 32 VBT8 980? 67VK 9VK? 



Bring It On: 

Level 02: CJPR 9BJ1 68Z? QVK? 
Level 03: C1MR 9BJX 681? GVK? 
Level 04: OJKA 9BJS 6833 7VK? 
Level 06 D1HR 9BJN 6859 ZVH? 
level 06: F m 9BJJ 6879 QVK? 
level 07: F1CR 9BJ0 6899 GVK? 
level 08 GJ?R 9BC9 6968 86K? 
Level 09: G18R 9BC5 6908 06K? 
Level 10: HJ6R 96C1 69G8 RBK? 
Level 11 H14R 9BCX 69J8 HBK 7 
level 12: JT2R 9BCS 69L7 8BK? 
level 13: J10R 9BCN 69N7 06K? 
level 14 KJYR 98CJ 69Q7 RBK? 
Level 15: K1WR 9BCD 6957 HBK? 
Level 16 IKTR 9BB9 69V6 8VK? 
Level 17 12RR 9065 69X6 0VK? 
level 18: MKPR 9BB1 69Z6 RVK? 
level 19: M2MR 96BX 6916 HVK? 
I evwt 20 NKKR 968$ 6935 8VK? 
Level 21: M2HP 9BBN 6955 OVK? 
Level 22: PKFR 96BJ 6975 RVK? 
Level 23: P2CR 9BBD 6995 HVK? 
level 24: QK?R 9BF9 0?B4 86K 7 
Level 25: Q28R 9BF5 6?D4 08K? 
Level 26 RK6R 9BF1 6?G4 RBK? 
level 27: R24R 9BfX 6?J4 HBK? 
level 28: SK2R 9BF5 6?13 8BK? 
Level 29 S20R 9BFN 6?H3 OBK ? 
level 3a TKVR 98f J 6?Q3 RBK? 
level 31: T2WR 9BFD 6?S3 MBK? 

level 32' VGm 9BD9 6?V2 7VK? 


I Om Doom: 

level 02 CNN8 9BJ0 680T NVK? 
Level 03: C5L8 9QJW 682T DVK? 
level 04: 0NJ8 9BJR 684S 5VK? 
level 05 D5G8 9BJM 686$ XVK? 
level 06 FND8 96JH 688S NVK? 
level 07: F5B8 96K: 68?$ OVK? 
Level 08 GN98 9BC8 69CR 6BK? 
level 09 G578 9BC4 69rR YBK? 
level 10: HN58 9BC0 69HR RBK? 
level 11: H538 9BCW 69KP FBK? 
level 12: JN18 99CR 69MQ 6BK? 
level 13: J5Z8 9BCM 69PQ YBK? 


Level 14 KNX8 9BCH 69RQ RBK? 
Level 15. K5V8 9BCC 69TQ FBK? 
level 16: LPS8 9BB8 69WP 6VK? 
Level 17: L6Q8 90B4 69YP YVK? 
Level 18. MPH8 9BB0 690P PVK? 
Level 19: >4618 9BBW 692P FVK? 
Level 20: NPJB 908R 694M 6VK? 
Level 21: N6G8 9GQM 696N YVK? 
i ..v.M 22: PPD8 9BBH 698N PVK? 
Lewi 23: P6B8 9BBC 69?N FVK? 
Level 24: 0P98 9BFB 6?CM 6BK? 
RevH 25: 0678 9BF4 6?FM YBK? 
Level 26: RP58 9BF0 6?HM PBK? 
Level 27: R638 9BFW 6?KM FBK? 
Level 28; SP18 9BFR 6?ML 6BK? 
Lewi 29: $628 9BFM 6?PL YBK? 
Level 30: TPX8 9BFH 6?Rl PBK? 
Level 34: T6V8 9BFC 6?Tl FBK? 
Lewi 32: VLS8 9BD8 6?WK 5VK? 

WWtch Me Die : 

Level 02 CSNR 98JZ 680? LVK? 
Level 03 C9LR 98JV 682? BVK? 
Level 04: OSJR 9BK) 6849 3VK? 
level 05: D9GR 9BJL 6869 WK? 
Level 06: FSDR 9BJG 6889 LVK? 
Level 07: F9BR 9B1B 68?9 BVK? 
Level 08: GS9R 9BC7 69C8 4BK? 
Level 09: G97R 9BC3 69F8 WBK? 
Level 10: H55R 9BCZ 69H8 MBK? 
Level U- H93R 9BCV 69K8 CBK? 
Level 12: JS1R 9QC0 69M7 4BK? 
Level 13; J9ZR 9BCL 69P7 WBK? 
Level 14; KSXR 9BCG 69R7 MBK? 
Level 15 K9VR 9BCB 69T7 CBK? 
Level 16: LTSR 9BB7 69W6 4VK? 
Level 17: l?QR 9BB3 69Y6 WVK? 
level 18. MTNR 9BBZ 6906 MVK? 
Level 19 M?IJR 9BBV 6926 CVK? 
Level 20: NTJR 96BQ 6945 4VK? 
Level 21: N?6R 9BBI 6965 WVK? 
Level 22: PTDtt 9BBG 6965 MVK? 
Level 23; P?BR 9BBB 69?5 CVK 7 
Level 24: QT9R 9BT7 6?C4 40K? 
Level 25: Q?7R 98F3 6?F4 WBK? 
Level 26: RT5R 9BFZ 6?H4 MBK? 
Level 27: R?3R 9BFV 6?K4 CBK? 
Level 28: STIR 9BFQ 6?M3 4BK? 
Level 29: S?ZR 96FL 6?P3 WBK 7 
Level 30: TTXR 9BFG 6?R3 MBK? 
Level 31: T?VR 90FB 6?T3 CBK? 
Level 32: VQSR 9B0? 6?W2 3VK? 


Killer Instinct OoM 

Hay as 



(demo*, press Z. A. Right shoulder 
button. Z. A and B. you' I hear 
Cargos laugh if done correctly. 
Gargos will now be selectable from 
the character select screen. 


Secret Colours 



On the character profile screen, 
press Z. B. A. Z. A ano the Left 
should* button. You’ll r ow be able 
to select the secret cerour®, white, 
gold and shadow from the character 
select serpen by pressing Up and 
Down on the joystick. 


View Credits 

On the character profile screen, press 
Z. L. A. Z. A and the Right should* 
button. This will aiJow you to view the 
credits without beating Gargos. 

Random Character 
Select 

On the character select screen, 
press Up and Start at the same 
time. Your fighter will row be 
selected at random. 


All Options 

On the character profile screen, 
press Z, B, A. Left shoulder button, A 
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and Z, if done correctly you'll hear a 
voice say, ‘Perfect - . Now, when you 
access the options screen, you'll be 
able to scroll down to level 5. 




Sky Stage 

(Two-Player Mode Only) 

On the character select screen, both 
players must select their fighters but 


pressing Down and the bottom C 
button (medium kick) same 
time, this H gam you access the 
arena In the sky. 

Mario Kart 64 



Turbo Start 

to get a turbo start from the start 
line, you must press the accelerator 
between the second and third light 

change (red to blue) 

Reverse Circuits 
To access the I pvorse circuits you 
must win the Go<d Cups for all 150cc 
dosses. When you have completed 
lh«s simple task reset the game, 
you'll now see a different title screen 
and 'the Reverse Circuit option wil l be 
available on the Game Select 
screen 


Sapar Mario 44 



Butterfly 1-Ops 

Outside the castle and in courses 2. 
12 and 13. there are groups of 
txriterfles that'll reveal extra Ms and 
occasionally bombs Mien punched or 

squashed with a Butt Stomp, 

Mario meets Yoshi 

After you ftM collected 120 Power 
Stars, the epnoon outside the castle 
will be accessible. Using the cannon, 
taw Mano onto the castle root then 
walk around and talk to Ybshl. hell 
increase Mario's lives to 100. 
There’s also a Red Cap block 
containing the Wing Cap and three 1 
Up Mushrooms for Mark) 10 coHect 
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You have to 


barrage of accessories all vying to trap your 
o show restraint in these situations though. 


s a 

hard earned 


s t o sh ow restraint in these situations though... 

for the N64 



I 



I n my opinion, accessories fall Into one of two categories, useful or useless, with the majority being the latter. We 
have a duty to you the reader though, which Is why we bring you this full guide to every accessory available (and 
some not) for the N64. We've also managed to procure a sackful of official Nintendo products to give away which 
is no mean feat in this day and age, believe mol 


JOYPADS 

We all know that the original HS 4 joy pad is the best and most 
revolutionary around but that hasn't stopped a number of companies 
entering the fray with their own attempts at beating the best. So 
here then are the best of the best, 

OFFICIAL N64 CONTROL PAD £29.99 

Wbcil more can be said about this Mtie min*? She s 
a leal beauty with perfect analogue contra: set wilh 
Just the n|ht feel. She comes in a variety of colours 
but Ibis Is unimportant compared to the way that 
the joypad plays and fuels, The only moan we have 
about it ts that the yellow view buttons are a little small 
which means you may miss them m those more frantic gamng, moments- 

SPOOK N64 CONTROL PAD £29.99 


INTERACT SUPER PAD 64 PLUS 

£29.99 

If the truth be fcrKwm, this pad doesn't come 
highly recommended at all. It looks nothing like 
the N64 pad »due to legal reasons) and it doesn't 
play or feel as good either. The staff at 64 extreme 
love the three pronged Nintendo design and we'ie not 
wilhng to go back to the old PI ay Station/ Sega styling, so this pad won t be 
on our shopplrtg lists. Having said that* the overall quality of the buttons and 
stick is quite high so some of you may enjoy using this pad 

A company called Logic also make a couple of pads although we haven't had 
the chance lo try them out yet. The Lo0c 3 Trident Is the cheapest N64 pad 
yet at £24.99 and the Trident Pro comes in at £29.99, As tor the differences 
between them, your guess is as good as rmrie. We’ll have more mlo on these 
pads just as soon as we can hunt a few out. 





The Spook control pad looks virtually idem leal to the official pad but in our 
opinion, <t is nothing more than a pretender to the throne. 
The analogue stick doesn’t give the same 4 eel as the 
official pad as it seems to be much suffer. In 
addition, the trigger has been cut down in si/e. 
making it much more difficult to use. Dn :he upside, 
the C buttons are larger, making them a utile eascr 
to access. The 0 pad is easier to use for fighting 
antes and you also get reset, slow and turbo buttons 
which, to tell you the truth, are utterly use-ess. AH in all. the spook pad is not 
a bad buy but only if you're into fighting games, 



INTERACT ARCADE SHARK 

£59.99 

The Arcade Shark from Interact is probably 
one or the sturdiest joysticks you’re likely 
lo come across tor the N64 ft uses the 
sane stick as you II find in most arcades with 
a whole host of chunky buttons for you to 
thrash as you pummel your opponent into the 
ground. That's right, the Arcade Shark is another 
sick designed fer lighting games, it’s just a shame that there are no good 
fighting games tor the N64 It’s still good for platformers and other genres 
and ail things considered, if s an excellent product, as long as you have sixty 
qurd to spare. 


MEMORY CARDS 


What would life be like without memory cards, eh? There'd be no 
starting it the point you finished last lime you ployed the game, for 
one thing. Imagine having to play through □ whole game every time 
you loaded tt up. It would certainly increase the longevity of a game 
but H would also put most people off trying to finish it. 


As it happens, there are plenty of memory cards available for the 
NG4 so if the game you're playing utilises one then you're laughing* 
Here's the low-down on wharfs available on the memory card front. 


THE OFFICIAL NINTENDO CONTROLLER PAK £19.99 

II goes without saying that you won't have ary problems if you go for The official 
Nintendo product. The thing is that it only has four save game slots* so if 
you're playing more than four games then you'll need to buy another one. Of 
course, the controller pak will sell like hot cakes, but there are aterrurtwes... 


SPOOK CONTROL PAD MEMORY CARTRIDGE £19.99 



The Spook memory cartridge has four times the 
amount of memory In the standard Nintendo Pak 
and is exactly the same price. Spook cover a 
wide range of Nintendo accessories including 
leads, more of that later though. 






DATEL MEMORY CARD + £19.99 

Datel have t>een busy developing memory chiefs rot the 
N64 and this is the first of two vaiue-iastic products 
1 hey“*e come up with. For the same price as a standard 
Nintendo card you can get this Datel card w 4 h 4X. the 
standard Nintendo memory. Sounds ike a bargain to 
me 

DATEL MEGA MEMORY CARD £34.99 

This is trie dog s Knockers when it comes to memory 
cords for the N64, packing a whopping groat, 
humungous, very big five megs of back up memory. 
This is 70 Times more memory than Nintendo's own 
memory card, which makes the Mega Card the 
bargain of the century. For just £15 more, youli have enough memory to Iasi 
you a life t-me. it even comes with a $nai*y LED screen to help you find the 
page you want What more could you ask for? 

BLAZE 1MB MEMORY CARD £24.99 

Blaje also make a larger than standard memory care with four times the 
standard on it. At five quid more than Datefs Memory Card though, f think 
they may have gut the price point a little wrong. 

There are other memor y cards on the market but 
the ones above are the ones you can rely on. so 
don*t go out and buy an Acme 5000X turho 
injection memory card, lust stick with the ones 
we’ve mentioned here and you should do all 
right 

MISCELLANEOUS 
ACCESSORIES 

ADAPTERS £29.99 approx 

There are a number of game adapters around for the N64 hut we strongly 
advise you not to bother buying one, yet. Wo tried one with an English Fife €4 
on a Jap machine and it seemed to work fine but the reports we've been 

ving have put us off a tittle Countless 
problems have occurred while usmg an 
adapter to beat Nintendo's continental 
lockout so if you own an English machine, you 
Should buy only officially released games for 
the moment until a reliable adapter arrives. 
If we get our hands on a good adapter, you'll 
be the first to know. 

DATEL GAME KILLER TJ A 

Thrs device from Date* contains a numtxw of pre-programmed cheats for games 
already available for the N64 This isn't where it ends though Although the 
Same Shark itself isn't programmable. Date! will be releasing regular smart 
card addons that can simply be plugged into the Game Shark for a whole host 
of new cheats. Expeci to see the Game Shark soon. 

MADKATZ ARCADE 
STEERING WHEEL 

£79.99 approx 

Madkatz have established 
themselves as the p r emler 
video game steering wheel 
company on the planet. Their 
products have been bled and 
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tested and you car guarantee that buying a Madkate product, means buymg 
quality. The new N64 wheel is analogue and also comes with a set ol analogue 
pedals to make that driving experience even more realistic. It also has eight 
digital buttons, a gear shifter and a basic control pad for ease of use in the 
menus. I his wheel is the bees knees and although we haven’t seen any other 
N64 steering wheels, we can safely say that this is the best it will gel. if yt>u ve 
got the spondoofees and you're a racing game fanatic* the MadkaU steering 
wheoJ will satisfy youf thirst for a ren istic racing chalier^e 

RUMBLE PAK approx £85 with 
Star Pax import 

Also known as the Joil Pack and the Force Pak, 
the Rumble pack is an item that we've been 
waiting to test for a long time. If all goes 
according to plan we should have our paws on 
one for next month's issue (along with our Slarf 
review!. I'm sure you akeady know about it but i s 
I'd better explain anyway, The Rumble Pak slots 
joypad and will shake when it receives a signal 
game (if the gome is compatible, that is). This i 
to give you a more realistic reeling of being th 
opinion, it should be excellent for shoorem-ups and beat 'em ups As to 
whether it's any good: or iusi a crappy gimmick* we'll give you the low down 
next month. 



LEADS 


This is my favourite part, I love leads. I do- They're so interesting, 
what with all that wire and plugs ami everything. Like me t I'm sure 
you've ail been dying to hear about what leads are available for the 
N64 so here's the spiel. 

All leads used are made by Spook and are available at most 
specialist video games outlets. 


S’VIDEO 

£6.99 


The S-video lead will give you the 
best picture available for the N64 
but you will need a TV with a 
composite input. 



3 PHONO SCART 

£7.99 

This is just your haste scan lead 
which will give a much better picture 
than a standard RF cable out you'll 
need a scan compatible TV to use it. 


These two leads w II give the brightest and clearest pictures but remembe- 
that you have to have a compatible telly 



N64 JOYFAD 

£6.99 


suiyil 


J8I0N 


This cable will give you an extra 1.5m 
of length on your joypad so now you 
can s*t at the far end of the room and 
squint at the TV as you try to find the 
whereabouts of Mario. Cool. 
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guide 




A long with ail the plug-in accesaorioa available for the N64, there’s also an extensive range of other Nlntendi 
merchandise. These include N64 carry begs and some great looking mouse mats. The only problem with this Is tha 
the N64 doesn't have a mouse! But that hasn't stopped Nintendo, who have produced six different designs for yen 
to move your mouse around on. There’s also games playing wrist pads which are supposed to prevent you gaining an; 
injuries whilst playing, such as broken legs or lost eyas. However, rather than stopping the player injuring themselves 
we found that they can cause a great deal of pain to the person on the receiving and of a heavy blow from one. The; 
actually make excellent fighting tools and we’ve had hours of fun in the office simply beating each other around tilt 
head with them. Anyway, here’s the low-down on tho non plug in Nintendo accessories. 


« 

I 

« 

- 




MOUSEMATS AND WRIST PADS 

MOUSE MAI’S £5.99 



The mouse mats are of excellent quality and look 
though they will last for a very long time, The 
are crisp and clear with our favourite 
p ,he Mano Kart orve (which incidentally 
before anybody had a chance). 
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NINTENDO 


WRIST PADS (TRUNCHEONS) £6. 



Although ttiey are great fun to fight with. IN? wrist pads do have an important 
function, which ift 10 prevent the player from gett ng 'Repetitive Strain Injury* 
w “RSr a& it's more commonly known, 


CARRY BAGS 

SYSTEM CARRY CASE £14.99 

This Is tho budget N64 caffy cose II holds tho N64 and o few cartridges but 
that’s about as far as ft goes. It’s stytec I ke a record bag so if you wear you' 
sunglasses on your head, you’ll he the coolest cat m town with this hag 


DELUXE SYSTEM CARRY 
CASE £29.99 

At thirty pounds d throw, the delude 
carry case is a pretty eiponsrve 
alternative to the budge! orve. Vou do 
gel a tot more for your money though 
as i( will hold an NG4. six games, 2 
controllers and 6 game oaks, 
looking like a high class trove bog, 
the Deluxe System Carry Case realty 
is a auatrty item, if you have the dough 
to spend on It. 




CONTROL PAD 
CARRY CASE 

£12.99 

A carry case for one 
joyped seems like a 
waste of time to me. I 
mean, who'll pay £13 for 
this? There again, it has 
got just enough room for 
a round of sandwiches 
and a pack of crisps so 
it's great as a lunch box. 












compe 


'ition 



Wp couldn't nossibly tell von alwut all these flash new accessories and 
not give vlli the chance to win some, could we? This time though, we're 


Vtf YUL 1 tut/ 1VV VV ” *** -*- 

tioiiur to make von work for the prizes on offer, 

Z h *!Z T tn i :. con,c ‘T ’ vUh «* m< "‘ imaginative amt exciti.r acce*,orv for 
• r..,r >o» can think of. We'll consider anything for a prize. In it weird and wackv 

™ a s * nous H ^P| V to illllfltraE e the idea if you can, don't worry if vow can’t draw 
though as you couRstill win if you explain the idea well enough 

Just to get you going, we've thought of a few ourselves: 


competition 



THE PRIZES 


1st PrUo <X2) 


2nd Prize (X2) 


3rd Prize (X2) 


1 DELUXE CARRY CASE 
1 CONTROL PAD CASE 
1 WRIST PAD 
1 MOUSE MAT 

1 STANDARD CARRY 
CASE 

1 MOUSE MAT 
1 WRIST PAD 

1 CONTROL PAD CASE 
1 MOUSE MAT 
1 WRIST PAD 


NO.l THE INDESTRUCTIBLE JOYPAD 

Some games can be extremely frustrating end the only thing to tdku it out on <s 
usually the joypad Joypad* can take a good boating but when it comes to throwing 
them against the wail In anger, they are not really strong enough. In the teats wo 
p^r forrned, a single control pad can be thrown gainst a solid brick or poster wall 
up lo lour tmes before It starts io show signs of critical damage. The relief you get 
from hutting your joypad at something solid is very satisfying, especially when you’ve 
just been special weaponed* In Mano Kart, This type of frustration venting saves 
you from either Kicking the cat or attacking your friends. The only problem is that 
you can go through several joy pads a year. So our first great idea «s a foam 
cushioned pad that can withstand the impact of an everyday, extreme** frustrated 
games player. Much like the cushioned alarm clocks i.which we f e designed to 
withstand many a wall) you could buy in the eighties, the cushioned joypad is not 
only a money saving idea it will also make Uic games players uf out great nation a 
much happer bunch of people. 


NO.2 THE 64 EXTREME MAGAZINE STAND 

This one’s simple. Our 64 extreme player's guides are the best N64 solutions you'll ever come across. The only ih>ng is that it can sometimes be quite annoying 
trying to prop the mag up in front of you whilst ptaymg at the same time. So, all you need then is a specially designed magazine stand (with 64 extreme logo, of 
course) so that you can keep the magazine open at exactly the right page and in exactly the right position for you to read and play at the same time. Other more 
adult magazines could be used when playing cack games like Crws’n USA <x Mahjong Master, pust to spice them up a little. 


NO.3 THE N64 BODY FLUID CATCHER 

Everyone knows that electricity and wet stuff don't mix which is why we’ve come up wiih this ingenious idea to stop you from frying your N64. There are a number 
of fluids that could be a potential risk to your beloved console so, rather than covenng it in Tesco plastic earner bags, we fee: that a rubber umbrella that connects 
with the memory expansion slot would be a safer alternative. We have fust hand experience of the body fluid/N64 connection. In fact, Qazza goes through a 
number of consoles a month because he's always crying onto his machine when anybody beats him at a game (which is nearly every time he plays, he s losir^ 
his coord mat on in his old age, you see), The other potential body fluid problem Is the drool and dribble that Pete emits from his mouth whenever he secs a 
graphically gob smacking game (or a young boy). So, as you can see, the need for this type of device Is there, iets just hope Nintendo do something about It. 
Hmmm, 


M ywr tltrili tc r> £ GOT A GRLU IDEA. 1 HAVS • u;u „ • QUaWGUI&E FINISH •QUAi HCC&F •WIIIm' • P OLE • DORSET BV 151 HA 


Ai entnes must be in by June 31st. The guys at THE who have kindly donated the prizes will help judge the competition, so who knows, prehaps your bnliant idea 
win see the tight of day and be m the shops by Christmas?’ Judge’s decision will pe final. Any problems and we'll meet you on the playing fields after school. 
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E-MAIL: 

exchange@qiiaynetco.uk 



E-MAIL 

E U H U S E • Q U U N E T , C 0 . U I 


P lease send any comments, death threats or soiled underwear to QUAY MAGAZINE PUBLISHING 
(EXTREME EXCHANGE), QUAY HOUSE, THE QUAY, POOLE, DORSET BH15 IRA. Alternatively, e-mail us 
at Quay net on exchange4quayneLco.uk. 


dear exchange. 


• 4 


S adly, I haven't quite had the 
money to purchase an N64 (yeti) 
but I'm eagerly saving my pennies 
up (a hard challenge). One of my 
favourite games ever in the whole 
gaming world has to be the Donkey 
Kong Country series and I heard a 
rumour that there was going to be 
a Mario 64 style DKC game. Have 
you. the greatest mag In history, 
heard anything of this possible 
future hit, as I would be absolutely 
well chuffed Indeed?! 

Ryan McBride. 

Ellington 


Rare sad THB regarding the 
development of a Donkey Kong 
t title fun tin* 404 and tn\liter 
I would oonfirm n or deny that 
5 the game la In development I 
t,® personally take this to rn e an 

5 that Donkey Kong is on Its way 
» to the N64I It would be 
3 astonishing if one of Nintendo’s 

• hottest properties was not 

* reproduced tor their lotect and 


greatest console, but as I say. 
no oonflmatloa Just yet. Watch 
this spacel 


leaving | 


; bought your magazine 
and read every word (go on. test 
me) I have decided to write to you 
and complain. I want to complain 


about Super Mario 64. Walt. 

Before you gat on the phone to the 
men In white coats end have me 
placed In a straight Jacket please 


hear me out. 

A few weeks ago my friend came 
Into school having just bought an 
N64 with Mario 64. He boasted 
about It all week and It drove me 
Insane. I decided that I had to 


have one. Since I had bought my 
PlayStation my dad agreed to buy 
me an N64. He bought It for me 
with Shadows Of The Empire. I 
played It for hours and was 
amazed at Its power and smooth 
graphics. However, I mado the 
mistake of playing It on me easy 
difficulty level and completed It In 
under a week. I needed something 
else to play on my wonder console. 
It had to be Mazza. 


When I bought It I expected it to 
last me until the release of other 
great titles such as Mark) Kart and 
Blastcorps. I had heard of people 
who spent six months completing 
it and that was Just what I wanted. 
That was live days ago. This 
morning I managed to find my 77th 
power star and killed Bowser at 
the end of mo game. 1 know mat I 
still need to find 43 more stars 
and I tolly Intend to, but I was 
disappointed with the short 
amount of time It took me to save 
Princess Peach. Don't get me 
wrong about the game, It's the 
greatest bit of programming since 
Space Wars (which I don’t 
remember, I hadn't been bom). It's 
Just the lifespan mat I found very 
unsatisfactory. 

In all reviews of the gamo from 
heaven, everybody gave the 
lifespan a mark in the high 
nineties. You gave It 97% for 
lifespan and said 'Finding seventy 
stars will take months, finding all 
120 will take forevert*. Well finding 
seventy stars took me five days, 
how long will It take me to find 
al 120? 


I do have to admit mat I live a sad 
life and mostly amuse myself with 
video games so 1 play It more often 
then most people, maybe. I a so 
had a guide but I did not use It 
much, only really tor courses 10 
and 7, a right pair o' buggers they 
are. 

is mis a problem with anyone else 
or am I Just too good? (>Jlck, leave 
the room to make way tor my 
rapidly expanding head. Please 
print this letter as I would like to 
know your opinion (also, I might 
just make a copy of Turok artd 
replace the dinosaurs with you lot 
(ah, ha. ha). 

Robert Brocklehurst 
Cheshire 

f 

firstly Hebert, let me tell 
you something that you may 
not already know. Predicting 
the lifespan of s game Is not 
an exact science We ployed 
Mono 64 tor a good tow weeks, 
without using a player's guide 
and after houre of deliberation 
over the scores we came to the 
conclusion that Mario 64 






Rapid response much appreciated 


magazines in the shops at the 
moment 


am writing to you to ash the 
following questions about the NG4 
end the games available and 
soon to be released, any 
information you have would be 
appreciated: 

1. What would be the 
best connection 
4f from NS4 to TV to 

I' \ enhance 


viewing? 

2. I'm thinking of buying Turok 
soon, Is it a sensible buy, or Is 
there something else as special? 

3, Could you give me eny 
Information on a game called 
Ultimate Fighting Universe, or Is It 
just a rumour about this game? 

4, Have you any Information on 
Tekkon 111 for the N64? 

5. What can Nintendo fans look 
especially forward to n the future 
for things such as games and 
accessories? 

Paul Clfpston 
Gwent 

PS Magazine was really good and 
foil of useful Information on the 
god like NOW, this mag Is a winner 
and Is as good at the other three 


own a UK Nintendo 64 and In 
a couple of weeks I’m going over 
to America on holiday, When Pm 
out there will I be able to buy 
Nintendo 64 games and play them 
on my UK machine? Do I need a 
special adaptor or PAL/NTSC 
convertor? 

Are the games cheaper out there? 


deserved the scores we gave, 
OK. you may have got 77 stars 
in five days but you yourself 
state mat you still need to get 
43 more. You also say you used 
a guide on the harder levels. 
HolloooolWin How long would 
courses 7 and 10 have taken 
had you not used a guide 
That’s up to fourteen stars you 
could have found without 
using your noodle*, taking 
weeks oft the game. Pm not 
doubting your game playing 
■Mils Robert, getting this 
many stare In Qve days was no 
mean teat, but our eoores are 
aimed at the average games 
player. We don't predict the 
lifespan of a game for superior 
beings who Just Inhabit 
hum an 


you can't run them on your 
machine now Is la? 


f « oing to the states then, 
can you bring me back a pair 
Levi’s? Anyway you wont be 
able to play American game* 
on your Knghsh machines 
without a convertor The only 
problem ie that there are 
eeverai conflicting reports on 
whether a convertor will 
appear or not Dstol. the 
company famed for lte 
convertors and cheating 
devices have stated 
that they will not be g 
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Status: 80% complete 


didn't have much Information in last month's 
Issue on this hot new 3D-lighter thorn Kronos, so 
here's a closer look with some insider only details 
and mist's sketches. 
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O riginally creating computer graphics for bo* office bits like 
lawnmower Man and Batman Returns, Kronos have turned 
their hand to developing home console software. Considering 
their past experience, you can be sure to expect some fantastic 
graphical effects. Boasting brand new camera techniques and 
stunning 60'frames a second screen update. Dark Rift could prove 
to be the type of game to set new standards for the fighting game 
genre. ‘When they are knocked down, the fighters (all towards the 
camera or away from It”, commented Ted. one of the graphic 
designers. ‘The oblique angle draws you into the game. It really 
Increases your sense of involvement and that's something I learned 
In my days of movie animation/ The normal camera angle 
constantly changes to keep up with the characters in three-quarter 
perspective viewpoint Instead of the flat looking 2D view that is 
mainly used In modern day fighting games. 

If you are lucky enough lo own a flash TV with stereo speakers, you'll be 
pteasod to hear that the audio side of Dark Rift Is almost as good as the 
visual Utilising the Reality Coprocessor hidden under the N64's shell, a 
method called Sound Cuemg' is used This alters the balance of the 
speakers which tracks what part of the screen tne effect is coming from. 
Even before the fighting begins, the clash effect ithat sounds like metal 
on metal) resounds on the left side for the first player, ihen on the right 
for the second! 

If that's not enough to make your mouth water, the Dark Rift team also 
plan to incorporate eight levels oi artificial intelligence into each of the 
fighters. When pitted against the CPU. the first tighter is relatively easy 
but the following lighters get gradually tougher until they use all the 
counters, combos and blocking techniques available to stop you in 
your tracks. 



The fighters are varied and well designed. Visually the best character by 
far is Morphix. Being completely made up from animated levture maps, 
his look can only be described as a gaiety in human form! Different 
environments cause his colour to change, but stop and stare at him for 
too long and you're dead meat! 

The only foreseeable problem with a greet lookir^ title like this is the vec y 
fact lha? it s indeed 30. Two of tne besi 30 fighting games n existence 
are in fact only played m 2D. Although the graphics m Virlua Fighter 2 and 
Tekken 2 a^e excellent 3D, the gameplay itself isn't. Games like Battle 
Arena Toshmden and iron and Blood on the olher fwid opted lor pure 3D 
gameplay, but were then put down as being second rate due to the irckier 
control. Could Dark Rift also fall foul In the same respect? No. is the 
answer (followed by a sigh of relief) Our source in iapan tells us that the 
game control is smooth and without fault, "Virtua Fighter 3 and Tekken 3 
have both opted for pure 3D gameplay and it's worked very well. Dark Rift 
has been designed using some similar techniques so there's no need lo 
worry on lhal front. * 



When asked rf the team were going to he working on any further N64 titles 
Ted was somewhat tight lipped "The game we are working on is very 
innovative and It should be very 
interesting It s 3D and it‘$ an 
extension of the DR engine/ Dark 
Rih 2. perhaps? N64 owners are 
positively gagging lor a quality 3D 
figrung game and Dark Rift is 
showing all the right stgns mat it may 
well be that game. 


I 

t 


zft6t otmr • c ei 






























to 3 • June 1997 



Publisher - Nintendo 
Developer - Software Creations 
Release Date Summer 1997 


T 

T his is the N64*» version of Super Mario Paint, 
an educational package aimed at the younger 
games player. Combining animation, graphics 
and music this allows you to use the 3D effects 
used by developers to produce Nintendo 64 games. 
The powerful paint program uses 16-Bn colour, and 
allows tne user to colour straight onto easting 3D 
architecture . You can’t create the 3D models yourself 
but you can make music, create animation. and repaint 
3D worlds tc produce a full mummed «a design for 
presentation. 

Neany every graphic innovation Is used; anli-ctl-asing, 
mipmapping. interpolation, perspective correction, 
fogging. All of which can be switched on or off. and you 
can even see how your masterpiece would look on a 
PtaySlation, 

The whole package s user friendly with the analogue 
Slick being used to move a mouse type pointer around 
the various icons on tne screen. Even though this rite 
is produced with the young in irund, due to the 
Nintendo's power and the spectacular hand-painted 
scenes, drawings and models produced by Ihe 
animators at Software Creations. 1 fully expect many 
adults will enjoy the fulfilment of creating a 3D graphical 
masterpiece giving you a brief insight into creating 
games for tho N64. There is r>o confirmation as to 
whether Creator will see a UK release, but we can 
expect a decision in bn made soon 


« 
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Body Harvest 


Publisher Nintendo 
Developer - DMA Designs 
Release Date ■ third quarter 1997 


I t was started by tho classic sci-fi horror film 
Invasion of tho BodySnatchers, and brought 
back Into fashion by the recent film 
Independence Day * and now Body Harvest will 
be continuing the concept of aliens invading the 
Earth on the N64, 

The bass of the storyline is That humans were 
planted on Earth thousands of years ago as a lood 
source, and now they are returning at different points 
time to harvest their crops. 

You are a radical freedom fighter who is 
able to move through time to Oppose of 
aliens and their power plants. But, if too 
many human individuals arc destroyed 
before the task is ach-cved the aliens will 
release a mutant to hunt you down and 
eliminate you. 

There are three different styles of gamepfay, third-person shoot-'em-up. driving and combat 
strategy. You have over a hundred air, sea and land vehicles to choose from, ranging from tanks, 
jets, binaries and even fire engines and ice cream vans. These vehicles are scattered across Ihe 
completely explotable 3D landscape, and all have different particular uses to aid your quest. The 
game also features an enormous selection of sound effects and a lavish soundtrack. Due out on 
import in May. Body Harvest has now been delayed bit later or this year. We can't wait. 



























Bomberman 64 
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Publisher - Hudson Soft 

Developer * Hudson Soft ■ | udson Soft are being very secretive about tbit title) 

Released *TBA ■■■ Bomberman’t regeneration Is Into a three-dimensional 

v I I biosphere. He will now be able to ascent up stairs, cross 

bridges, and overthrow his 
adversaries with various moves. 

Also, his bomb eruption will be 
different from earlier games. It 

will now be broader and more authentic, giving the player a feel of exhilaration. 

There will definitely be a four player simultaneous option, and a Controller Memory Pak 
wd be needed lor saving your position. This title will be releasee In Japan m the summer, 
under the title Baku Bomberman, An officwl release In the US or Europe has no! yet been 
confirmed, but it is only a matter of time) 


Chameleon Twist 
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Publisher - Nihon System Supply 

^Hhis is a game where every activity the Chameleon Kid Developer • Nihon System Supply 
I undertakes is focused around his very long tongue (this ^ Release Date - TBA 
I Is definitely one for the girls!). 

He can use >t in three diverse ways He can dispose of enemres by 
squeezing them to death in a python-like way. or by dragging tnen with 
his tongue into his mouth and then spitting them back out to eliminate 
other foes in the waruty. He can also harden it (ooohhhH to pole vault 
from platform to platform or to beat an opponent to death. Lastly, he 
can lash it onto pegs or poles to swing to a nearby destination 
The game will have two modes of ptay, Story and Battle, in the Story 
mode you'H hove to control the Kid through an adventure, Battle mode 
sees up to four prayers f^ghtng it out m spilt screen action using his 
tongue to form different moves and combinat ons. 

Chameleon Kid is designed to attract the younger games player, so 
special effects are limited in the game due to the creators wanting 
the charismata: character movement to be the main selling point of 
the game. 


GoldenEye 007 


Publisher - Nintendo 
Oeveloper • Rare 
Release Date • TBA t 


T 



Ibis Is obviously based on the Pieice Brosnon Bond film of the same name. The stofy-Hne of the game runs parallel 
with the film, so you'll visit many areas seen in the movie - including the Arkangel chemical weapons factory, 
Siberia, a space weapons centre in Severnaya, and even Cuba! 

Rare couldn‘t Just release a Doom clone, so they have refined and added new features. With the 
analogue stick, you’ll be able to run at varying rapidity, Kneel, crouch, crawl, climb, and fire up. 
down, or at any other angle, Even the smallest of details have been introduced to make the game 
more realistic * such as, the faster you run the loude r your footsteps, enabling your enemies to 
detect you more easily. 

Rare have also revolved the game around Bono’s ingenious gadgets. His watch acts as an interface 
allowing you to see what weapons are available, ammunition gamed, and to checn how you are 
progressing throughout the mrssion. You can also access M, Q. and Moneypenny through this 
device, to access information to help you in your task. 

Weapons will become available as you advance, bul tnese are a typical Doom collection * nfle. 
rocket launcher, laser, and kntfe. Wines have also Deen me uded. probably due to tnelf popularity 
*n Duke NuKem. these have a maximum detonation period of one minute. 

Wjjf 'ISh| Other interesting and realistic features to be ackted are that our hero cannot heal himself or carry 
A | p.A" more than two weapons at a time, but these sober properties are cancelled out in good old Bond 

fashion by huge over the lop chases. 

There will be over twelve levels and many hidden areas to find. Actors from the film have been 
digitised and the digital mages wrapped around the polygons, a technique used in Williams’ War 
Gods, For a full rundown on this promising looking title, check out our Dream Team Focus on Rare 
In our fifth issue. 
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ON SALE 20TH JUNE 


REVEALING REVIEWS.. 

Stw Fox 84 

International Superstar Soccer 64 
Power Pro Baseball 4 
WavaRaca 44 (UK) 
wonaer rrojeci d 
Mid more 


FEARLESS FEATURES... 

DREAM TEAM FOCUS ON NINTENDO 
We visit THE fames to get the low-down 
on the people who effectively are 
Nintendo UK. 

FOUR PLAYER FRENZY RETURNS! 

HISTORY OF NINTENDO 
Playing card manufacturers, taxi cab 
company owners, Instant rice purveyors 
and the producers of the odd video 
game. How much do you raally know 
about Nintendo? Yes. we know that this 
was supposed to be In this issue, but we 
will run with this feature hi #4, honest! 


PERILOUS PLAYER’S 
GUIDES... 

44 solutions 

2nd half of Blast Corps 

let haW of Doom 64 
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in veer your Gyrocopter under * bridge o 1(l y<wr ha1 , g ollder. lo0 ' t 

ng crushed egalnst Hount Rushaore. Or no»t * ^ ^ ^ ^ ^finitely 

l keep you aloft. The astonishing 64 bit pouer of t t ^ ^ ^ c ,«*h «■ 
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NINTENDO 64 


Get into it. 

















